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n 1996 the original Diablo was released to the world and immediately (like all 
| Blizzard games), it reshaped the computer gaming landscape. Diablo was a real-time 

role-playing game that had compelling gameplay—something that had previously 
been unheard of. Not only was it a great single-player game, it also offered a unique 
way of playing with other gamers from all over the world with its revolutionary 
Battle.net system. After Diablo’s release, all similar games were destined to be compared 
to it, and in most cases the efforts were not even worthy of comparison. Even to this 
day, Diablo is still staggeringly popular on Battle.net, and now after over three long 
years of waiting, Diablo II bursts onto the shelves (and millions of hard drives) with 
everything that a sequel should possess—fabulous movies, an engrossing story, spine- 
tingling special effects, gut-wrenching battles, and gameplay that will make Diablo II the 
king of this genre for years to come. 


What makes Diablo II such a fantastic game is the loving attention to detail that 
Blizzard put into balancing the gameplay so that each of the 150 character skills would 
have value in the game. Indeed, the largest chapter of this book (Chapter 2: The 
Characters) contains details on all 150 skills and how to use them in both single and 
multiplayer action (when applicable). The complexity of the five character classes and 
their skill sets is astounding, and is the primary reason why Diablo II will be replayable 
hundreds of times. 


This book draws on the wisdom and experience of the entire Blizzard crew that helped 
to create and test Diablo II. Many long hours were spent on-site at both Blizzard’s San 
Mateo and Irvine offices consulting with the resident ‘experts’ who specialize in each of 
the game's various aspects. 


In creating this book, we attempted to make it as useful to the reader as possible; there- 
fore, there was a heavy emphasis placed on each of the skills, and the basic flow of each 
of the quests. The Bestiary will give you what you need to know about all of the hideous 
monsters you'll meet in Diablo I—including the Bosses and Unique monsters. The 
Weapons & Armor section will explain how weapons are created, improved (socketed 
items), and even has the details for such highly sought-after information as the unique 
Item Sets! For those interested in Battle.net play, there is a chapter dedicated to getting 
the most out of the multiplayer experience. Finally, check out The Basics chapter for the 
low-down on the potions, scrolls, difficulty levels, and even the effects of each of the 
Shrines that you'll encounter in the world of Diablo II. 


Let this book be a reference to guide you whenever you have a question or are having 
difficulty. After all, Diablo II is so rich, complex, and huge that there will certainly be 
times when even the most independent of gamers will need to grab a hint or two from 
this guide! 
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he Diablo S Story 


n the first game, Diablo spent two centuries slowly working to corrupt the Soulstone that 
imprisoned him. In time, he was able to extend his influence into the surrounding area and 

corrupt both King Leoric and his archbishop, Lazarus. The King proved too strong to fully 
control, so the Demon took possession of his son, Prince Albrecht. Diablo then began to shape 
an outpost of Hell within the catacombs that ran beneath the town of Tristram. By spreading 
terror into the surrounding countryside, the Demon was able to attract many heroes who came 
to cleanse the land of evil. By the time the strongest of these heroes reached this goal, though, 
he had become fully influenced by the will of Diablo. In his twisted state, this adventurer 
believed that the only way to fully control the Demon was to plunge the shard of the Soulstone 
into his own head. This, of course, was exactly what Diablo had planned as the Demon now 
had an even stronger body to use in the completion of his ultimate plan. 


Now, in Diablo II, Diablo has headed east to the desert outside of the city of Lut Gholein, 

intent on freeing his brother, Baal. The possessed body of the fallen hero has taken on an 

increasingly Demonic appearance. For this reason, the Demon brought with him a mortal com- 

panion to go amongst the people of the city, listening for information, and securing what mun- 

dane necessities the Lord of Terror still required. Diablo soon found himself pursued by even 
° greater mortal heroes as he raged across the lands to wake his brothers. 


It's from this point that you begin Diablo II, choosing a character from one of five different 
classes: Amazon, Barbarian, Necromancer, Paladin, or Sorceress. After your character has 
been chosen, you will work your way through four Acts and 21 quests while en route to destroy 
Diablo. Along the way you'll go through many sets of armor and weapons. You'll also meet 
hideous monsters, valued allies, and evil overlords. Only those that are true of heart will be 
able to make it through the game to defeat Diablo IL, but then, only those that are true of heart 
would accept the challenge! 


MAJOR CHARACTERS 


N 

‚ These are the major characters in the Diablo II storyline, as outlined by the game's designers 
4 at Blizzard North. This is not a detailed listing of each character's motivations and personali- 
\ ty. Instead, it is merely meant to tell you a little about each character so that you can identify 
where they ‘fall’ in the storyline as you work your way through the game. 


{ Anftarier. Known as EHS Maiden Diablo: Yo aur of the Prime Duriel: The Ping of 1 Pain ond 
of Anguish, she is one of the Evils and the Lord of Terror. one of the Lesser Evils, 
4 : Lesser Evils. 
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Tyreal: An Archangel in the ranks 
of Heaven, he has always been 
especially concerned for the wel- 
fare of humanity. He has also 
dealt extensively with the 
Soulstone and Mazulere over the 
ages. It was he who forged the 
angelic runeblade “Azure Wrath” 
that Izual used in his tragic attack 
on the Hell Forge. 


Mephisto: The last of the Prime 
Evils and the Lord of Hatred. 


Izual: The Angel who bore the 
runeblade “Azure Wrath” in an 
assault on the Hell Forge. He was 
eventually corrupted and first gave 
the demons information about the 
Soulstone. He now serves as a 
lieutenant in Hell. 


Baal: One of the Prime Evils and — 
the Lord of Destruction. 


Tal Rasha: A Horadrim mage 

who was in the group pursuing 

Baal. He voluntanly imprisoned 
himself to supplement the power of 
the Soulstone that contained Baal. 
Tal Rasha was eventually corrupt- 

ed and revealed the secret of 

Mazulere to the three Prime Evils. 


that pursued and eventually cap- 
tured Diablo. 


Basics 


This section reviews much of the information you may already have learned in the manual 
or from playing the game; however, there are several bits of advice that even experienced 
Diablo gamers might find useful… so read on, brave warrior. 


INVENTORY 


Your inventory is a limited space that houses everything from potions and scrolls to weapons 
and armor that you pick up as you work your way through the game. The items that you pick 
up as you kill monsters can either be used, sold, or stored. Selling items is a great way to 
obtain gold, especially if you sell a Unique or magically enhanced weapon that you other- 
wise wouldn't want to use. Of course, the Inventory is a finite space, meaning that it will 
quickly fill up with items, and then you won't be able to pick up new items that you find. 
Frequent trips back to town via Town Portals or Waypoints is highly recommended because 
all of those average items that you sell will eventually add up to one very expensive and 
powerful item! 


Since your inventory fills up so quickly, it would be nice to have another storage place for your 
extra items, and thankfully there is—your Private Stash. This is a permanent storage chest that 
appears in each of the four towns and allows you to store some extra treasures. Although your 
Private Stash is limited in space, it is also protected from others, even if you die! Probably the 
best advice is to sell or trade what you don't need and keep only the really cool items (like if 
you're trying to put a special set together) in your Private Stash for later use. 
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Jehred Cain: The Horadric leader 


Once you have obtained 
the Horadric Cube, you 
can keep it in your main 
Inventory. Olthough it 
takes up four squares, the 
Horadric Cube has 12 
squares inside it, so you 
can actually gain eight 
storage spaces by keep- 
ing items inside the 
Horadric Cube! Be warned, 
though. that items in the 
right combination can be 
altered if you hit the 
Transmute button. so be 
careful when using this 
storage technique. 


When you die in Hardcore The Horadric Cube is a powerful artifact that has the ability to transmute items into other 


Mode, you lose everything 


e pT objects. While some of these are vital to solving the mysteries of Diablo Il, others are sim- 
el a 


ply very useful. Some of these combinations (also called recipes) are well known, but many 
: have been lost to the sands of time. Check out the last page of this guide's Diablo II Tome of 
Knowledge to discover a few of these secret recipes. 


‘MousING’ OVER 


If you ever want to know something about any item in Diablo II, you need only move your 
mouse cursor over the item (or button) in question and a handy dialogue box will pop up 
containing all the information you'll want to know about it. Unidentified Items are the 
exception to this rule. These items will have descriptions that appear in red and you won't 
be able to equip them. 


ARMOR & WEAPONS 


This is a no-brainer. If you have armor in your inventory that 
could be equipped (put on your body) to improve your & l 
defense rating, equip it! You never know when a few extra Wk / | 
points of defense will mean the difference between a close call | 
and a gruesome death, so always equip the best set of armor 
and weapons that you have in your inventory. It's also a good 
idea to keep your armor and weapons in good repair; if the SRR 
durability of an item falls to zero, that item becomes useless ijk en Eten 
and cannot be wielded until it is repaired. Managing your Inventory and 
making sure that you are well 


equipped are two critical com- 
ponents to success. 
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THE BELT 


The Belt is critical to your success because you can store potions and or scrolls for quick and 
easy access. You are automatically given four slots to hold items, but if you wear a larger 
belt or sash you will likely have more spots available. The number keys of 1, 2, 3, and 4 acti- 
vate the potion or scroll that's in the corresponding belt slot. If you are using a larger belt 
with slots above, the potion or scroll that was above will automatically slide down into the 
location you just accessed. 


By pressing one of the four number keys (1-4), you can quickly and automatically use 
potions and scrolls—without having to worry about moving your mouse then right-clicking 
on an item (not to mention opening your Inventory). You can place Scrolls, Mana Potions, 
Health Potions, Antidote Potions, Rejuvenation Potions, and Stamina Potions on your belt 
in any spot. Throwing potions are the only exception to the potion/scroll rule—they cannot 
be placed in your belt and must be equipped in your hand to use instead. 
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SCROLLS 


There are two kinds of standard scrolls in Diablo HL, Town Portal Scrolls and Identify Item 
Scrolls. Both of these can be purchased individually or in books called Tomes. For the pur- 
poses of saving space in your inventory, picking up a Tome is very handy because you can 
save literally 18 inventory slots by filling an Identify Item Tome with 20 scrolls! Here's a lit- 
tle more insight into each of the two scrolls: 


Identify Item: This scroll permanently shows you the magical properties of one item. 
An item that would sell for 100 gold pieces before identification might sell for several 
thousand gold pieces after it has been exposed as a highly magical item. 


Town Portal: When activated, a Town Portal scroll opens a doorway back to the town 
in the current Act. The importance of this scroll cannot be overstated; not only does it 
provide a quick and easy way to get back to town to store loot or sell items you've 
acquired during your conquests, but it also allows you to escape from nasty situations. 
In Chapter 3: The Quests we will sometimes suggest that you open a Town Portal 
before you face a particularly tough enemy. Doing this will expedite your escape if your 
situation becomes desperate. 


POTIONS 


Potions are literally the lifeblood of your character in Diablo II. The two that you will use 
most frequently are Healing potions and Mana potions, which their names imply, replenish 
your health and mana. There are, however, other potions in Diablo II that are worth looking 
into, because you'll more than likely find the need to use them all from time to time. Here's 
a list of the potions and what they do: 


Healing Potions: These potions replenish your health and come in five flavors—Minor, 
Light, Healing, Greater, and Super Healing. Each of these potions does more healing 
than its predecessor, but only the Minor healing potion can be purchased in normal 
mode—the others must be found within the game. The better healing potions can be pur- 
chased in Nightmare and Hell games. 


Mana Potions: Mana potions replenish the energy that courses through each charac- 
ter's body. Even though characters regenerate mana on their own, sometimes it's neces- 
sary to augment this natural replenishment with a Mana potion. These potions also 
come in five varieties of increasing strength: Minor, Light, Mana, Greater, and Super 
Mana. 


Antidote Potion: This potion will cure poison instantly. However, you may want to 
stock up on these potions if you're facing a great number of poison-spewing enemies 
because they only cure poison, they don't protect against it. 


Rejuvenation Potion: This potion instantly refills one-third of both your mana and 
health at the same time! 


Full Rejuvenation Potion: This potion instantly tops off both your mana and health. 
When you have lots of mana and health points at higher levels this can be a huge 
benefit. 
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In multiplayer games, 
Town Portals are some- 
times used in numbers, 
one or two screens apart, 
so that you can run and 
escape from difficult situ- 
ations even if one of the 
Town Portals is surrounded 
by enemies. 


lt is important to remember 
that a player can have 
only one Town Portal open 
at a time. 


When you use a Healing 
potion, the effects of it 
take time to improve your 
health, so don't wait too 
long to use a potion; it 
may not respond fast 
enough to replenish your 
health in time to stave off 
an enemy's attack. 


KK Tip 


The Horadric Cube can 
help provide you with a 
steady supply of 
Rejuvenation Potions. See 
the last page of this 
quide's Diablo Il Tome of 
Rnowledge for details. 


Stamina Potion: Simply put, this potion restores your stamina instantly. It is essential 
if you must engage in excessive running. 


Thawing Potion: There's nothing worse than getting frozen in a tough battle. If this hap- 
pens, you can use this potion to instantly thaw your character out and continue fighting! 


Oil Potion: This potion (which must be thrown) causes an explosion and resulting fire 
that heavily damages enemies. 


Exploding Potion: This potion (which must be thrown) causes an explosion that does 
damage within a small radius. It is highly effective when thrown into a tightly-packed 
group of enemies. 


Rancid Gas Potion: This potion (which must be thrown) causes poison damage on any 
enemy near it when it detonates. 


Choking Gas Potion: This is a more damaging version of the Rancid Gas Potion. 


Strangling Gas Potion: This is the ‘big-daddy’ of the Gas Potions, and will deal a large 
area of poison damage that lasts a considerable amount of time. 


SHRINES 


Throughout Diablo II you will find Shrines and Wells that will aid in your journeys by tem- 
porarily increasing statistics, granting abilities or rejuvenating your character. These Shrines 
and Wells are randomly placed, so don't assume that you'll be coming up against monsters 
that will attack with fire simply because you've come across a Resist Fire Shrine! Here's a 
breakdown of each of the Shrines you'll encounter in Diablo Il and whether it will recharge 
after it has been used: 


Refill Shrine (Recharges): Fully refills both your health and your mana. 

Health Shrine (Recharges): Fully refills your health. 

Mana Shrine (Recharges): Fully refills your mana. 

Mana Recharge Shrine (Recharges): Increases the rate at which your mana refills by 
50%. 

Armor Shrine (Recharges): Boosts your armor by 100%. 

Combat Shrine (Recharges): Increases your To Hit by 200%, and your maximum dam- 
age by 200%. 

Resist Fire Shrine (Recharges): Increases your resistance to fire by 75%. 

Resist Cold Shrine (Recharges): Increases your resistance to cold by 75%. 

Resist Poison Shrine (Recharges): Increases your resistance to poison by 75%. 
Resist Lightning Shrine (Recharges): Increases your resistance to lightning by 75%. 
Skill Shrine (Recharges): Increases all skills that you have already developed by two 
levels. This is a very powerful shrine since you gain +2 to every skill you have learned! 
Recharge Shrine (Recharges): Recharges your mana at a rate that's 400% faster than 
normal. 

Stamina Shrine (Recharges): Gives you unlimited Stamina while active. 
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Notice the checkbox for mak- 
íng your new character an elite 
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Experience Shrine (Does Not Recharge): Gives you 50% more experience per kill. This 
is a very useful Shrine and if you find one, activate it and then go pick a few fights so that 
you can get your Experience up quickly. 

Monster Shrine (Does Not Recharge): When you touch this Shrine, the nearest enemy 
becomes a Unique monster! 

Fire Shrine (Does Not Recharge): Numerous firebolts erupt in a ring of death and dam- 
age anything nearby—including monsters, you, and your allies. 

Poison Shrine (Does Not Recharge): A double-edged sword, this Shrine poisons you 
when you touch it, but also emits between five and ten Gas potions. 

Exploding Shrine (Does Not Recharge): Similar to the Poison Shrine, this Shrine will 
cause damage when touched, but will also release a horde of Exploding Potions. 

Gem Shrine (Does Not Recharge): Upgrades one gem selected at random from the 
player’s inventory and drops it onto the ground. If there is no gem to upgrade, it drops a 
random chipped gem. 


HARDCORE MODE 


As mentioned in the manual, Hardcore mode is for players 
who like to live on the edge. When in Hardcore mode you 
have only one life, and if you die, you die; there's no resur- 
recting a Hardcore character. With this in mind, your 
Hardcore character should always have plenty of health or, 
better vet, rejuvenation potions handy, and you should stick 
to attacks that keep you out of harm’s way. Also, avoid games 
with heavy lag or people you do not trust! To even become a 
Hardcore character involves somewhat of a challenge 
because you must first defeat Diablo H on the normal diffi- 
culty setting. Once you have completed this enormous task, 
you'll be given the option to create a Hardcore character. 
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Hardcore variety. 


âlthough death in 
Hardcore mode is perma- 
nent, you can allow 
another player to get your 
items and gold by 'loot- 
ing’ your body. The main 
catch is that this player 
must be in the game when 
you die. You must allow 
looting before you die, 
however! Reep in mind 
that being able to loot 
your body might actually 


be an incentive for some- 


As an added bonus, you will also get a special title for your character based on which level 
of the game you've completed. For Normal difficulty level you get Lord or Lady as a prefix, 
for Nightmare difficulty level you get Count or Countess, and for the Hell difficulty level you 
get King or Queen. Considering the challenges involved in defeating Diablo II on the Hell 
difficulty level, a title like King or Queen will be well earned! 


one to kill you, as well. 
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jé There are actually two difficulty levels above the default skill level (which this book was writ- 
\ ten on). However, there are some important things to know about the Nightmare and Hell 
levels of play. Fortunately, Eric Dodds, Carlos Guerrero, and Geoff Frazier of Blizzard 
Entertainment have decided to impart their vast knowledge of how to compete in the two 
upper difficulty levels of Diablo II (Nightmare and Hell). Here's what they have to say: 


®@ It's best to hang out in Act IV for a while, cleaning it out a few times before you move on 
to the next difficulty level. This will help to make your character(s) stronger and better 
suited to fight the tougher monsters to come. 


® You get the most experience from monsters no more than five levels lower or higher 


À than your character's level until you reach Level 25. After that, anything goes! 


@ Melee classes have trouble hitting monsters that are much above their level, so you 
may want to postpone going to Nightmare skill level until your character is at level 25 
to 30; avoid Hell until you're at level 50. In general, if you find yourself having diffi- 
culty hitting monsters, go back to a previous difficulty level for a while. 


< 


@ The monsters in Normal - Act IV go up to level 30, so you should optimally leave 
Normal difficulty somewhere between level 27 and 32. 


@ The monsters in Nightmare — Act IV go up to level 55, so you should optimally leave 
Nightmare difficulty somewhere between level 45 and 55. 


€ You can move on to the next Act earlier, but since the experience loss for death is high- 
er in each successive difficulty level, you want to make sure you are ready to go to the 
next difficulty level. Take your time and build your levels. 


} & You can hang out in a difficulty level longer than it would normally be valuable for you 

to do so by playing in games with lots of players, thus upping the experience reward 

for killing monsters. It should also be noted, however, that the monsters also become 

more difficult when there are more players in the game. 

@ In the higher difficulty levels you can find exceptional items (better versions of the 
items found in normal difficulty). These are the items you want Charsi to imbue when 

vou complete the Horadric Malus quest on higher difficulty levels. 
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he Diablo II environment allows you to embark on your quest using one of five 

character classes: the Barbarian, Sorceress, Necromancer, Amazon, or the Paladin 

As vou might expect, each of these characters has their own strengths and weak. 
nesses, but further to their innate abilities are the three skill sets that each character car 
improve upon. Each set of skills can be enhanced as the character matures and gains 
experience within Diablo II, but the ability to improve skills is limited. This limitatior 
means that you can fully develop only one skill line, with the other skill lines partiall 
developed or ignored, leaving the door open for significant variation between charac 
ter’'s abilities by game's end. 


This feature is what makes the character development in Diablo II so very impressive 
You can have two Amazons that start the game at the same time, but based on the 
choices each player makes with regard to skill assignments, these two characters car 
end up having considerably different skill sets by the end of the game. For example, one 
may have mastered every skill in the Bow and Crossbow skill set while the other has 
become adept at Healing and Movement skills giving her very different abilities, suck 
as Decoy (the ability to duplicate herself). 


This chapter will touch on the basic traits, strengths, and weaknesses of each of the five 
character classes. More importantly, it will also delve into the intricacies of the skill set: 
for each character, giving strategies and information about each skill. 


Choosing aà Character Class 


Before examining which skills to develop and in what order, you must first decide whict 
of the five characters you will guide through the complex and challenging world o 
Diablo IH. Which character you choose will depend on a number of factors including 
vour preferred style of fighting, the amount of magical abilities you want to have, skill: 
that can be developed (they're different for every character) and of course, persona 
preference (gender, looks, attitude). In order to help you make your decision, here is « 
brief description of the style of combat for each of the five character classes: 


Amazon — The Amazon is a powerful and versatile character who excels at using magie 
spells, magic missiles, arrows, and other methods of combat that cause damage from 
afar. In short, the Amazon likes to stand back and shoot, making her the “fire and for 
get” character. If you don't want to be repairing armor damaged from constantly taking 
hits, the Amazon is a good choice. That said, although she usually handles missilé 
weapons, the Amazon is very strong and can fight in hack-and-slash battles surprising 
ly well when necessary. This extra toughness makes her a popular character. 
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Jarbarian— The Barbarian is the master of hack-and-slash, hand-to hand attacks. He's 
he bloodthirsty warrior who literally lives to face death in intimate combat situations. 
de likes to fight with large swords, shields, whirling blades, and sizable armor—and 
ven has a few special moves that can help him to do damage from afar. The Barbarian 
s a character for those of you who like a straight-up fight with lots of up-close and 
personal combat, and with ultra-cool moves like Leap Attack, there are some things a 
Jarbarian can do that other character classes can only dream of. 


Necromancer— Like the Amazon, the Necromancer prefers to fight from afar but can 
ngage in heavy combat if need be. As his name implies, the Necromancer can raise 
indead to do his battle for him. The undead minions that have been summoned by the 
Necromancer will fight to the ‘death’ for their new master, while he follows behind them 
and picks up the bounty of their efforts. 


3lizzard employees often Call the Necromancer ‘The General’ because of his ability to 
aise up an army of undead Skeletons, revived enemies, and elemental Golems to do 
tis bidding. Despite the Necromancer's ability to create his own personal army, he's a 
zapable fighter in his own right, and properly equipped will give any group of monsters 
a run for their money in melee combat. 


Paladin— The Paladin can best be described as self-reliant. He can fight in heavy bat- 
les or attack from afar, but he also has abilities that allow him to heal himself. These 
aealing skills usually mean that the Paladin does not have to go back to town as often 
as the other characters to heal his wounds. 


Many of the Paladin’s skills are best utilized in multiplayer action. His Auras, although 
ffective in sìngle player, really shine when they can work to add benefits to the 
party that's traveling with the Paladin. A Paladin is an absolute ‘must’ in a multiplayer 
party, but can certainly hold his own in the single player version of the game as both a 
capable fighter and a user of magic. 


Sorceress— The Sorceress is a frail being, always attempting to keep as far away from 
combat as possible. She is all about magic. Equipped with the fire, ice, and lightning 
attacks, she is indeed an incredibly powerful mage who will use her devastating magic 
to take out monsters in bunches. This is the character you'll want to take if you enjoy 
casting fantastic magical attacks rather than getting involved in the minutia of hack- 
and-slash combat characters. 
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Character Development 


One of the great things about Diablo 11 is that the 150 different skills (30 for each of five 
characters) make character skill development an important part of the game. Your 
choices in this regard can create dramatically different characters with only a few dif 
ferent skill choices. For example, a Necromancer that puts all of his skill points intos 
Raise Skeletons, Skeleton Mages, and Skeleton Mastery will be very different (and? 
require different strategies) than a Necromancer who specializes in Curses and Poison 


| 


and Bone skills. 


In the entire course of a single-player game, you are likely to get in the neighborhood! 
of about 35 skill points to distribute. This may sound like a lot, but when you consider 
that each skill can take 20 skill points. vou will obviously only be able to use a few skills 
in any one game. This means that Diablo II] has nearly infinite replayability, even as a 
single player game! The permutations and combinations of skill mixes is huge, and as 
such we suggest that you pick the skills you think will benefit you most, then build them 
up and experiment with their use. This chapter contains detailed information about 
each of the skills for each character class. In addition to mere descriptions of the skills, 
| we've provided strategies for how to use and combine the skills to your advantage. 


KEK NOTE Wherever relevant, we've included information about the skills as they pertain to 
multiplayer action or single-player action, or indeed, certain locations within Diablo IL. 

âs you put skill points into p : Î ' É 

specific skills, you will get Much of the information for this chapter came from the Blizzard Quality Assurance: 

various benefits in that team, most of whom are listed in the acknowledgements of this book. A large chunk of 


articular skill area. To . 8 . ' Ä 
ed ie a ee next information was also supplied by Jason Hutchins, Senior QA Analyst. 
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display the current skill 
status, as well as details 
regarding the next level. 


nf 


Geren Masveny 
ANMANCES SPusn AMD .Lieg oP * 


Cuanaur Mr, Lee 
bipe: ta vun 
Wars /Ruy sam nl 


Kd 
sid % 


mag a) 


NEES Levie 
Je OE vna cma 
Part hin heee vB vrurzar 


2 ln sj 


AL 


he 


vour skills are, as well as what the next skill 
level offers vou. 


Ld 
" 
en nn ne en en en ne ee en ne ge ne ee en gn nn en 
s/ he > 


CHAPTER 2: THE CHARACTERS *°_… 


- 


NE knn nne ni haemerstasmeensted BANDA NEE 
Es NE EED OINK ORINOCO 


don TU a Ke ne en Bale er | he = kN he à n " mi 
a nen | Za se nd ni en m nm nn RN Pnt pe En Ds pe, ze :. Del _ ed EE El Vin" 


The Necromancer 


The Necromancer is a dark spell caster whose incantations are geared 
toward the raising of the dead and the summoning and control of various 
creatures for his purposes. Although his goals are often aligned with those 
of the forces of light, some believe that these ends cannot justify his foul 
means. Long hours of study in dank mausoleums have made his skin 
pale and corpselike, while his figure has more in common with a 

skeleton than a man. Some shun him for his peculiar looks and ways, 

but none doubts the power of the Necromanecer, which is the stuff of , 
nightmares. 


NECROMANCER SKILLS 


There are three skill sets that the Necromancer can develop as he 
moves forward in Diablo II. As with the other characters, the skills that are 
developed will substantially affect the Necromancer’s abilities throughout 
the game. The three skill sets are Curses, Poison and Bone, and 
Summoning and Control. There is good reason to invest at least some skill 
points in each of the skill areas, but ultimately you'll have to make a 
decision as to which kinds of abilities you want vour Necromancer to 
have. Should he have a powerful Golem, or should Skeletons do his 
bidding? Read on to find out the pros and cons of each skill. 


PoIsON AND BONE 


The Poison and Bone skill set incorporates various magical attacks that are associated 
with, quite literally, poison and bone. These skills/spells serve a variety of purpose— 
including defense (Bone Armor), attack (Teeth), trap (Bone Prison), and Corpse 
Explosion, which is a powerful skill that does damage to nearby enemies according to 
how many hit points the corpse had (before its death). 
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©, TEETH (LEVEL 1) 


This fires multiple magic teeth from another realm. As you 
add points to this skill, Teeth increases the number of 
‘teeth’ that are released and the amount of damage that 
each tooth does. The advantage of Teeth is that it inflicts 
‘blow through’ damage—it goes through the first target and « 


mene ete 


mies, au at higher skill levels where the amount of Teeth is a 3 magical missile-type 
skill that is useful early on for 
damage it inflicts is substantial. the Necinhncer 
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BONE ARMOR (LEVEL 1) 


KK TIP Invoking this skill creates a protective shield of rotating bone that absorbs the damage 
Kn … enemies inflict on your character. As you put skill points into Bone Armor, you begin to 

IF you're going to be using np need ' , 

it for melee combat, sE@ significant gains in the amount of damage this skill can absorb, making it a valu-f 

assign a hot key to Bone able tool when fighting with groups of enemies. Bone Armor is especially important if 

Armor so you can recast h f : . d 2 h . bl 

frequently. This skill effec- YOU choose not to use a lot of summoníng to aid in your quest through Diablo II. 
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it. The bonus of this is that you will not only do damage to the enemy with the dagger poison [ner oaf N 
ttack, but the poison will continue to work and do damage for a certain number of hand-to-hand _ (melee] K 
econds (depending on skill level). After you've put five or six skill points into Poison Ema kas ef À 
ave an effect witn a aag= \ 

Jagger, it can become a ‘fire and forget’ type of weapon—you will need only walk up tO_ ger that is thrown. : | \ 
he enemy, hit them once with the Poison Dagger, then move away and let the Poison do ie 
ts work. The more skill poïnts you invest in Poison Dagger, the longer the poison lasts R 
ind, more importantly, the greater damage it does. The mana cost for Poison Dagger is 9 
Imost insignificant, so as long as you have a dagger handy (which is mandatory for this Î: 
: F 5 5 2 N k 
kill), you'll be able to inflict plenty of damage on your enemies after landing only } 
ne hit. \ 
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Multiplayer Tip: Corpse 
Explosion is particularly 
effective in large multi- 
player games, because 
the enemies become more 
powerful when there are 
more players in a game. 
Since Corpse Explosion 
does damage according 
to the hit points of the 
monster corpse it's used 
on, it becomes consider- 
ably more powerful in 
these situations. 
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EE) Corpse ExPLosION (LEVEL 6) 


This skill gives you the ability to turn an enemy corpse into # 
a bomb! Once an enemy is dead, you need only target 
the spell and the enemy’s body will violently explode, 
damaging (or killing) all nearby enemies. As vou put skill & 
points into Corpse Explosion, the radius of the explosion $ 
increases, thus making it an excellent area of effect skill. & 
An exploding corpse will do damage equal to between 
60-100 percent of its hit points (before it died), making this 
skill one of the most powerful in the Necromancer's 
arsenal! 
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Corpse Explosion is one the 
most important skills for the 
Necromancer because it does 

damage that's linked to the hit 

points of the corpse it explodes: 

Corpse Explosion is often used when the Necromancer comes up against a large groups 

of enemies. The Necromancer will kill just one of the enemies, and then invoke the 

Corpse Explosion either killing or heavily damaging any nearby enemies. It's so powers 


ful that Blizzard QA has deemed this Neeromancer skill a ‘must.’ 
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BONE PRISON (LEVEL 24; DURATION = 48 SEC.) 


When invoked, this unique skill raises a ring of bone around the target. This ring is 
designed to prevent the target from getting at you (or moving anywhere for that matter) 
but it will also prevent you from getting to the enemy, which can make it difficult to tak 
them out. The Bone Prison is best used to trap an enemy just long enough for you & 
escape (if running is your choice). Basically, Bone Prison is not unlike Bone Wall excep 
that it forms a circle around the enemy rather than forming a wall. 


MANA COST 


LevaL 1 LEVEL 2 


Level 12 
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HIT POINTS 


LEVEL £ 


LEVEL 12 


LEVEL t 


LEVEL HI 


‘his skill creates a barrier of bone that shoots up as a # 


ength of wall. The ‘bone wall’ that's created by this skill 
revents any enemies from passing through it, although 
he wall only last for just over 45 seconds and the number 
f hit points they have is limited by the amount of skill 
joints that you have put into the skill. For example, a level 
‚ Bone Wall has under 20 hit points, so an enemy from Act 
II isn't going to take more than a few seconds to break 
hrough the wall and come after you! Because Bone Wall 
loesn't actively harm the enemy, it has limited use, so you 
houldn't put too many of your valuable skill points into it. 
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Gone Wall is best used as 


a temporary measure that 
will buy gou time if gou 
iN have alarge group of ene- 
mies following you. For 
example, if you enter a 
| room that's full of mon- 
sters and your health is 
low, you may want to 
back out and throw up 
several Gone Walls to slow 
the enemy down while 
you retreat. 


sistent enemy by creating a 
physical barrier. 
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Bone Spear is a great 
weapon to use in an under- 
‘ ground passage or any 
area where youre fighting 
many enemies in a narrow 
corridor. When in such a 
situation, your Bone Spear 
will blow through the tar- 
geted enemy and continue 


on, damaging all enemies 
behind it! 


4 
Lj) 


en ee ae 


CHAPTER 2: THE CHARACTERS 


Sp oenen » 


EE Re ir Ee 


nn ann Sn SRS 


pe _ Ta 
wa 


Poison EXPLOSION (LEVEL 18; MANA Cost = 8) 


This skill is basically Corpse Explosion, except that it does poison damage. It's a very 
powerful spell and does a whopping amount of damage to nearby enemies. The bonus 
of Poison is that it continues to do damage over time—not only when it first hits, but as 
long as the enemy remains poisoned, as well. There's a reason why this skill is not 
accessible until your character is at level 18, and it's because Poison Explosion is a 
‘must have’ skill that’]l go a long way to helping you complete Diablo Il. 


Like Corpse Explosion, Poison Explosion is best used against tightly grouped packs ot 
enemies. When the corpse explodes, it will leave every nearby enemy taking heaps ot 
poison damage with every passing second. Poison Explosion is also highly effective 
when used on a Corpse that's in a small room or narrow corridor; in short, it's similar te 
hurling a strangling or choking gas potion into a confined area. 


POISON DAMAGE 
Leve ! 
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DURATION (SECONDS) 


LEVEL 1 LEVEL 3 LEVEL 3 


Bone Spear summons a bone missile of magic that flies forth from the Necromancer? 
hands and inflicts a solid amount of damage on the enemy it hits. The real advantag 
to Bone Spear is that it will pass through the enemy at which it is aimed, and then pro 
ceed to damage any enemy that it strikes behind your target. This makes Bone Spea: 
very handy for both one-on-one ranged fights, as well as attacking a group of enemies’ 
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MANA COST | 
LEVEL J LEVEL 2 Level 3 


LEVEL UI Level 12 LEVEL 13 


Poison Nova (LEVEL 30; MANA Cost = 25) 


his skill sends a ring of poison that explodes outward 360 degrees from the 
Necromancer. It's a very powerful spell that will poison all nearby enemies when 
nvoked. As skill points are added to it, the Poison Nova gages 


nflicts a considerable amount of damage per second to n UIens 


ma f 
ny enemy in its wake. Peison Nova is another skill that “, 
leserves serious consideration for any Necromancer 
ecause it enables you to begin inflicting any nearby ene- 
nies with poison damage at any time. Unfortunately, the \ 
oison Nova has a fairly high mana cost so you can't real- WE ULLS 
y use it as a staple skill, but it comes in handy whenever poison Nova is a skill that can 
ou need to attack several enemies at once. It can also be eum arrorts. MN: D wt, 
ised to replace Poison Explosion if need be, and it doesn't of poison should not be over- 
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Ee Bone Spirir (LEVEL 30) 


Bone Spirit releases a spirit (in the form of a shimmering ball) that tracks the target (o 
finds one), hunts it down, and hits it. It is essentially a high-power seeking missile tha 
will inflict massive damage to any enemy. This skill isn't available until you have 
reached the lofty heights of Level 30, and although it's tempting to pour points into it 
the fact that it can only be used against a single enemy makes it a very specialized skil’ 
that isn't particularly effective against groups of enemies. It does increase dramaticalls 
in damage at a fast pace, however, and will outstrip Bone Spear in damage potentia: 
with the investment of a few skill points. Ultimately, it's probably better to pour your 
skill points into Bone Spear if you're going to be fighting large groups of monsters with 
out the help of friends or summoned creatures. 
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CURSES | 


The Curses are a set of skills that affect the enemy hoards in various ways. As a rule 
Curses are used in conjunction with other attacks, such as skeletons or golems. In mul 
tiplayer games Curses work to the benefit of the entire party, not just the Necromance 
using them. For example, an Amplify Damage curse invoked on a group of tough mon 
sters will literally make it twice as easy for your group to take out those enemies. 


AMPLIFY DAMAGE (LEVEL 1; MANA COST = 4) 


Amplify Damage is a valuable skill because it increases the 
5 amount of non-magical damage the cursed unit receives. 
No matter which level Amplify Damage is at, it will always 
increase the damage taken by 100 percent. This means 
that every hit you or one of your minions lands on a cursed 
unit will do the damage of two hits! As skill points are en 
added to Amplify Damage, the duration and the effect _Amplify Damage is a very 


KE el important skill. Even at 
radius increase substantially. level 1, it can make a huge 


difference in Diablo II. 
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ssign a hot key to Amplify Damage so you can switch to it at a moments notice. When 
ou employ this skill on a group of enemies they will all be ursed, taking twice the 
lamage they normally would from each hit your Necromanecer or his skeletons/golems 
and. Because the mana cost for this skill is small, it's an absolute must-have for all 
Necromancers. 
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Dim Vision (LEVEL 6; MANA Cosr = 9) 


Jim vision reduces the sight radius of the targeted enemy down to one yard. This liter- 
ly means that they can barely see past their noses. If you have the ability to launch a 
anged attack (with Teeth or with Skeleton Mages), you can sit back and take the cursed 
nemies out without them ever seeing you! Dim Vision is also often used to blind ene- 
nies that rely on ranged attacks (such as Dark Archers) so that they cannot fire their 
veapons at you or your party. 
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IF you must escape, Dim 
Vision can also provide the 
cloak of cover you need to 
get past a particulark, dif- 
ficult enemy. whether 
youre underpowered or 
simply too injured to con- 
tinue the fight. Casting Dim 
Vision on a tough enemy 


j will blanket them in dark- 


ness and give you a 
chance to get away before 
the curse wears off. 
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KE weaken (LEVEL 6; MANA COST = 4) 


Weaken reduces the amount of damage the cursed unit can do to you or your minion: 
When it is used on an enemy (or group of enemies), it reduces the enemy’s attack by one 
third. This skill is best used in a defensive situation where you are surrounded by a greë 
number of enemies and are taking hits from multiple sides. By using Weaken in thi 
crisis, you can reduce the damage you take while you hack through the enemy group. 
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U Iron MAIDEN (LEVEL 12; MANA COST = 5) 


This skill forces the cursed monster to take the damage that it inflicts through its attach 
on others. Although Iron Maiden has a fixed radius (4.6 yards) that doesn't change wit: 
the addition of skill points, it can still affect multiple enemies with one use if those en« 
mies are nearby your Necromancer. Iron Maiden is a great skill for quickly shortenir: 


SA the life of the enemies it affects because each and every time they land a hit on you, 
3 party member, or your minions, they take that much damage back on themselves! In th 
&, regard, it truly will hurt them more than it hurts you when they land a blow! 
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al TERROR (Lever 12; MANA COST = 7; RADIUS = 2.6 YARDS) 


error makes the cursed monsters run away in fear. Although the radius of this skill NOTE 
ever changes with the addition of skill points, the duration of the curse extends by one terror does not work on 
scond for each skill point. More than likely, a skill like Terror is not something you'll Unique monsters or 


" _ S Bosses, so don't waste 
e using frequently, but when you're in a tight spot and need to force a group of ene- Bn eeh le t 


Nt 
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ies away quickly, this curse will do the job. a powerful monster to run 
away from you=use your 
mana for offensive skills 
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ad CONFUSE (LEVEL 18; MANA COST = 13) 


onfuse will affect the enemy by essentially driving them & 
sane and causing them to attack nearby monsters (or you | 
nd your team members) randomly. It's important to } 
smember that these attacks are random, and can mean 
aat an enemy that wasn't attacking you before it was # 
Ursed may now turn its anger toward your character (in & 
aultiplayer). Still, this is a highly effective curse when used MEE EE 
1 a group of enemies because it will cause them to drop Confuse will make monsters 
. ; ; attack nearbv creatures at 
jhatever they were doing (most likely chasing you), and random, but that includes vou 
ttack each other. The chaos that ensues will greatly reduce (if you're nearby)! 
aeir collective hit points—they may even kill each other. 
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[Lire Tap (Lever 18; MANA COST = 9) 


Bte This curse is an effective way to replenish your life. When you curse an enemy with Lif 
KK NOTE... === Tap, they give up the life they lose to you with every hit you land on them! The amour 
When one of your minions of 1ife that you'll steal back from the enemy is always 50 percent of the attack that yo 
(skeletons or golems) hits Ì A ‚ p h 

the enemy they will not land, so the harder you hit, the more life points that will slide over to your characte: 
retum so percent of the Obviously, this is a skill that can change your fortunes quickly if you're running low 0: 


enemy's health to you, but … D : $ : 
they jn ei) re nk life, but it can also be of great benefit to your fellow party members (in multiplayer) wh 
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Ed Arrracr (LEVEL 24; MANA CosT = 17; RADIUS = 6 YARDS) 


This skill is a highly effective tool for wearing down or eliminating one particularly tougs 
ss, monster. When Attract is used on an enemy, it becomes a target for other enemy force“ 
and will therefore be attacked as aggressively as you would be. It should be noted, how: 
ever, that Attract makes the target one that is of equal interest to the enemies; na 
5 greater interest. Therefore, when you use Attract on a particular enemy, the other end 
| mies will attack whoever they are closer to—you (or your party), or the enemy tha 
you've cursed. Still, if you can use this curse and then run away quickly, the enemie 
will go after the cursed creature and leave you alone. 
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Xl Decrepiry (LEVEL 24; MANA COST = 11) 


ecrepify is a curse that will slow down the enemies it affects. & 
his is one of the few skills in the game that will slow enemies 
own that doesn't use cold or freezing to accomplish this end. & 
s skill points are added to Decrepify, both the duration and 8 
je area of effect of this curse are improved. When used in # 
iultiplayer action, this skill is a powerful tool that will slow Nijs | Â\ 
own enemies long enough for your ranged-weapon party el En 
zembers (or Skeletal Mages) to get in a flurry of shots before Aside from cold spells, 


1e enemy can approach your position. Deerepif alde ses LEN 
slows the enemies. 
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dl Lower ResisT (LEVEL 30; MANA COST = 22) 
any of the Necromancer's skills (as well as other character's skills) rely on magic to get the 
jb done. At certain points in the game, however, you'll run into enemies that have a sub- 
tantial resistance to magic, thus making some of your skills like Teeth and Bone Missile con- 
iderably less effective. When Lower Resist is used, the cursed enemies have a reduced 
ssistance to magical attacks, making them easier to deal with. Likewise, other resistances 
uch as fire) are also lowered, making other skills and minions (such as Fire Golems) more 
ffective. As you add skill points to Lower Resist you'll greatly improve the radius of effect, 
uration, and even the percentage that the resistance is lowered. Even in its lowest form, 
ower Resist will take greater than 30 percent of the enemy's resistance away! 
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It should be noted that all employ them to do his bidding. The Necromancer's power extends not only over tk 


Skeletons, Golems, and dead, but also over the elements, which means that he is also capable of summoni 
Raised Dead that the 


Necromancer summons (or Golems from the ground beneath his feet, calling up the fires of hell, or even creating: 


controls] will contribute Golem that steals life for your cause. 
experience to the 


Necromancer that created 


them. In short, whatever Ee SKELETON MASTERY (LEVEL I) 


the Necromancer's min- / 
ions kil, those experience Skeleton Mastery is a very important skill if vou have any intention of using Skeleton 


points pour into the to help vour Necromancer make it through the game. It's a very good idea to put at lea: 
Necromancer's experience is n E , Ì 

which often makes A few points into Skeleton Mastery because it dramatically improves the effectivene: 
pool, which ofte few points into Skeleton Mastery b td tically imp the effect 

dl leveling up easier in multi- of the Skeletons fighting for you (including Skeleton Mages). With each point that y« 

milk aakiad invest in Skeleton Mastery, vou will increase your minion’s hit points and the damar 

ry, Y y P 

ed EK TIP they inflict; however, in higher levels your Skeletons will have a hard time keeping u 


with the enemies they'll face. 


It's ok to use Skeletons 
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5 RE SKELETON HIT POINTS 
DA once gou get into Act III, 
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e B LEVEL 9 
your Skeletons will begin 
to have a harder time EZ +56 
defeating the enemies and EVEL U LeVeL is eL 18 
; you'll find yourself creat- +105 | +126 | 
ing replacement Skeletons REE EN EE = 
very frequently. In the ® 
testing department at f - 
Blizzard, the testers tend EEVRL3 LEVEL 
not to rely on Skeletons in +16 +18 
higher levels, instead Levels Level is 
choosing to augment their +36 +38 
Skeleton minions with a = 
Golem. 
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EI RAISE SKELETON (LEVEL 1; Hir Points 21; DAMAGE 1-2) 


\s the name implies, this skill raises a skeletal warrior that & 
vill fight to the death for your Necromancer. Using this & 
kill, the Necromancer can create a small army of Skeletons @ 
hat will follow him and fight any enemy that gets in their \ 
jath. When combined with Skeleton Mastery, the Skeletons Gem EER 

reated using this skill can become very powerful, and Watse-SRäletow isa Bowalrdt 
deed they can do the lion’s share of the killing for the Skill that enables you to liter- 


’ ally create a small army of 
Secromancer in the first two acts. Skeletons to do your bidding. 


decause one more Skeleton can be raised with every new skill point you put into Raise 
skeleton, the temptation is to put in as many points as you can so that you can create 
large army of Skeletons to fight for your cause. The problems with this strategy are 
wofold. First, it's difficult to manage all those skeletons, especially in a tight environ- 
nent such as an underground cavern. Many Skeletons will get lost or won't be able to 
iuickly follow the Necromancer through the narrow corridors. Secondly, as you 
jrogress through the game (into Act III and beyond), you'll find that the relatively weak 
keletons get destroyed quickly by the tougher enemies, and it becomes a challenge to 
ind dead bodies with which to resurrect new Skeletons. 


tor the above reasons, it's usually best to put a few points into Skeletons and even more 
nto Skeleton Mastery. This tactic will provide you with stronger Skeletons and will still 
low you to put points into the Curses and other Summoning skills, such as the 
zolems. 
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The important thing to 
remember about Golems 
over Skeletons is that they 
do not require an enemy 
corpse in order For the 
Necromancer to raise 
them. In certain situations 
this can be important 
because there are not 
always dead enemies near- 
by for the Necromancer to 
raise, making a Golem 
which can be created out 
of thin air) very handy 
indeed. 


EJ Cray Goren (LEVEL 6) 


This skill raises a Golem from the earth to fight for the 
Necromancer, but unlike the Raise Skeleton skill, you can $ 
raise only one Clay Golem at a time. One of the great 
advantages to Clay Golems is that they heal themselves $ 
automatically. After a bloody battle, you can sit back and 
wait while your Golem recovers or simply create another | 
Golem. A level one Golem has an impressive 100 hit 
points, but a level 20 Clay Golem has over 750 hit points * 
and can do over 35 points of damage with a single hit— 
and that's without any points in Golem Mastery! For this 
reason, it's better to move from your Skeletons to a Golem 
(along with Golem Mastery) as you move to higher levels. 


a Golems are ge and 
can do more than just inflict _ 
damage to enemies; they can 
also act as decoys at higher 
levels. 
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Ec GOLEM MASTERY (le 12) 
Boiled down, Golem Mastery can best be described as a skill that increases the healt 
and speed of Golems. Indeed, if you're going to be using Golems to help you as you 
wind your way through Diablo II, it will certainly pay to have put some skill points inte: 
this area. Some Blizzard employees are fond of putting all of their skill points inte 
Golems and Golem Mastery, thus creating a sort of super-sidekick that can fight witk 
the toughest of enemies. By the time you have put five points into Golem Mastery, 
you've doubled your Golem's hit points, so it's well worth the investment. 
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RAISE SKELETAL MAGE (LEVEL 12; Hrr Points = ó1) 


his skill is similar to Raise Skeleton, except that (as the name implies) it raises a 
skeleton Mage to fight for your Necromancer. A Skeleton Mage is a skeleton with a 
anged attack (shoots over a distance) that can be one of 
our classes: Fire, Cold, Poison, or Electrical. Each of these W& 
jas advantages and disadvantages, but unfortunately you | 
ant choose which kind of Skeleton Mage will appear \ 
vhen you raise it. If you have only one Skeleton Mage, # 
1owever, you can keep raising one after another until you & 
et the kind you want; the only cost of doing this is mana, 
long with enemy bodies from which to raise these Mages. 


Skeletal Mages give the 
Necramancer a minion that 


\ Skeleton Mage with poison will do poison damage to the can use ranged attacks. In 
combination with Skeletons, 


snemy, whereas each of the other three classes will do spetetal Mages provide a great 
lamage according to their class. For example, a cold one-two punch. 
skeleton Mage will shoot blasts of cold at the enemies, and each blast of cold will have 
bchance of freezing the enemy, or even breaking the enemy into chunks of ice! Skeleton 
lages are great to have in conjunction with regular Skeletons because they add the 
bility to attack from afar, rounding out your Necromancer'’s party. 
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Â common tactic at 
Blizzard QÔ is to put skill 


& points into Skeletons. 
a Skeleton 


Mages, and 
Skeleton Mastery so that 


N you can have several 
mi Skeletons for melee com- 
ix bat and a pair of Skeleton 


Mages lo stand back and 


\ fire from afar. This combi- 
nation works very well, 


especially when enough 
points have been put into 
Skeleton Mastery, which 
improves the abilities of 
both the Skeleton Mages 
and the Skeletons. 
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You can have onky one 
Golem active at a time, 
meaning you cant have 
an lron Golem and a Blood 
Golem working in tandem. 
for this reason, it's best 
not to split your skill 
points between two kinds 
of Golems. Choose which 
type gou want to use and 
stick with it: put points 
into other Golems onhy if it 


means opening up your 
skill tree. 
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ES BLoop Gorem (LEveL 18; Hir Points = 201) 


Blood Golem raises a Golem that's connected to you in health. This means that wher 
the Blood Golem hits an enemy, he'll steal life from the enemy and it will be reflectee 
in your health bar (your health will go up). The Blood Golem may sound like it presents 
a win-win situation that steals health with its attacks, but there's a downside as wellf 
When the Blood Golem takes a hit, you'll take a hit with it! The key is that the Blooe 
Golem will usually steal more health than he'll lose for you by taking hits. The excep> 
tion to this occurs when the Blood Golem is surrounded by a large group of enemies 
and is taking hits fast and furiously while only dishing out a small amount of punishs 
ment. When this happens, you'll wish your Blood Golem was somewhere else 
Fortunately, it can be if you simply re-create a new Blood Golem as you're running away 
from the action. 
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8! Summon Resist (LEVEL 24) 


Summon Resist is a unique skill that increases the elemental resistance for all of yout 
summoned creatures. This means that any Golems, Raised Dead, or Skeletons that vor 
have ìn your party will benefit from increased resistance to fire, cold, electrical, and poif 
son attacks. If you are going to progress through the game while using summoned creat 
tures, then it's well worth putting at least one point toward Summon Resist—even an 
level 1, it dramatically increases your resistance to any elemental attacks. As yow 
progress into Acts III and IV, having some resistance to elemental magic attacks will bet 
a great asset to your summoned creatures. 
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EE IRON GOLEM (LEVEL 24; MANA COST = 35; DAMAGE = 7-19; HIT POINTS = 367) 


Fhis skill raises a Golem from a metal item that you throw onto the ground (or an item 
hat's lying on the ground). The cool part about Iron Golem is that it will take on the 
groperties of whatever item you create it from! Therefore, if you create and Iron Golem 
jut of a set of chain mail armor, you'll end up with a Golem that has a very high amount 
f hit points and defense rating. On the other hand, if you create an Iron Golem out of 
a sword that has ice damage on top of its normal damage, then the Iron Golem will also 
aave those attack properties. This is an incredibly creative way to create special Golems 
vith unique skills, and it gives you a great motivation to hang on to unique weapons 
and armor that might otherwise not hold your interest. 
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If gou find a great weapon 
early in the game that you 
can't use (or don't want to 
use), it may be worth put- 
ting it in your Personal 
Stash so that you can use 
it later to create a power- 
ful lron Golem! 
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R Fire Goren (LEVEL 30) 


This skill creates a Golem of fire that will draw strength from 
fire attacks. This kind of Golem becomes more valuable 
later in the game when you must deal with more fire-related & 
attacks (as you get closer to Diablo). With Fire Golems, the @ 
more skill points you put into them, the more damage they N 

| absorb from fire attacks. It should also be noted, however, = EDire örehn CPESHER 


that they become more expensive with every skill point against enemies that will use 
Ee fire against vou (like those 
you Invest. vou'll find in Hell). 
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REVIVE (LEVEL 30) 


KEK NOTE This skill literally resurrects a dead monster to fight for your Necromancer. These res-; 
urrected enemies are not like Skeletons or Golems, however, and they won't follow yout 

Remember that as you IS : an 

invest skill points into AS religiously as the other creatures you summon. Revived creatures will fight for you, 

Revive. the mana cost of but they are only a shadow of what they were before they died, meaning that at Towel 

ee skill levels they have only about 10 ercent of the original number of hit points they had! 

is a good thing). and the DA ò P Ss P 0E 

hit points and number of when they were living. However, if you put enough skill points into Revive, you can cre= 

a En A ate revived monsters that are actually more powerful than their living counterparts (level! 

goed). 10 and up). Revived monsters last for only 180 seconds (three minutes) after you cre, 


ate them, so unlike other summoned creatures they will not serve you indefinitely. 
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Fhere are two other important aspects of Revive that are important to remember. First, 
skeleton Mastery points go toward improving revived monsters. Secondly, although you 
an resurrect tough enemies, you cannot bring bosses back to life to fight for your cause. 
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The Amazon 


This powerful woman warrior belongs to nomadic bands of fighters that roam the area 
near the South Sea. The Amazon is accustomed to fighting to defend her own, and her 
lifestyle has made her fiercely independent and able to endure severe hardships in her 
quest for survival. The Amazon is highly skilled in bowmanship, but is also adept im 

the use of spears and various throwing weapons. Despite the Amazon's skills ap 
f ranged fighting, she is still very dangerous in hand to hand combat, and can fend fon 
herself impressively. 


AMAZON SKILLS 


There are three skill sets that the Amazon can develop as she climbs in experience irs 
Diablo IL. Which skills are developed will ultimately affect her abilities as the quess 
toward victory progresses. The three skill sets are Bow and Crossbow, Passive ang 
Magic, and Javelin and Spear. The Amazon's large list of passive skills makes her & 
À tempting character; this is because passive skills, once you put skill points into therm 
are always “on”. By putting skill points into passive skills as well as active skillss 
you will get more mileage out of your skill points. However, there are advantages 
and disadvantages to every skill choice you make. 


Bow AND CROSSBOW 


These are all ranged weapons, meaning that they are fired from a distance ane 
keep the Amazon away from the enemy). Seven of the skills in this skill group 
are specific weapons, such as the Cold Arrow, the Immolation Arrow, and the Magie 
) Arrow. The other three skills—Strafe, Multiple Shot, and Guided Arrow—are modifier 
d of existing arrow weapons (either from a Crossbow or from a Bow). These don't offer up 
new distinct missile weapons, but rather they make your existing missile weapon bete 
ter. For example, Multiple Shot sends out several (more when skill points are appliec 

to it) arrows for every one arrow you fire. How you apply your points in the Bow an 


' Crossbow category will greatly affect how you fight through the game, so choose to sui 
\ your style. 
3 R3 Macic ARROW (LEVEL I) 


The Magic Arrow skill shoots an arrow created entirely from mana, meaning that you d 
not need to have any arrows in your quiver to fire. This is a very important skill, especiat 
ly early in the game when you may find yourself running out of arrows, and will help yon 
to extricate yourself from many sticky situations. It can be used as an emergency backu 
or used to save conventional arrows whenever you have an excess supply of mana € 
mana potions. This arrow’s damage is the same as a normal arrow. As skill points ar 
! added to it, the damage it causes goes up while its mana cost actually goes down. At leve 
13, the Magic Arrow’s cost goes down to ZERO, making it an entirely free weapon. 
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though Magic Arrows aren't guided, they never miss their target. Consequently, it is & TIE 
n excellent skill to have if your Dexterity rating is low. The Magic Arrow sk 


+ best paired with Critical 
MANA COST DA Ee - Strike. This is because the 


Level 1 Level 2 Levels Lev | | VELT LEN Levels BR Magic Arrow never misses 


SER Teer ed 


and Critical Strike will 
often double the damage 
of the hit. Use a high- 
powered Bow or 
Crossbow (which adds to 
DAMAGE MODIFIER % k the damage of the Magic 


| OPE oer Ee ten en Arrow] and you'll have an 
LEVEL 1 LEVEL? LEVEL 3 Level s uber-weapon that can 


take you through the 
LeveLn Leveli2 Level is Levalis LEVEL iI6 entire game! 


NN Fire ARROW (LEVEL 1) EKrip…………… 


Vhen active, Fire Arrow modifies one of your arrows by Tie fre Orrow am bl 
dding fire to it (you'll need arrows or bolts to make this ij used as a kind of 
ork). When it hits, the Fire Arrow causes both normal benee 
Ì Î N fred into the darkness of 
nd fire damage, making it much more effective than using a dungeon. Each Fire 
plain arrow. As with all skills, the more skill points you ida oe Ee ier kil 
H source, lighting u e 

ut into Fire Arrow, the more effective it. will ultimately np 
e—especially when combined with Critical Strike. 
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Combine Multiple Shot 
with a high attack rating 
and a magical bow/cross- 
bow to maximize its effec- 
tiweness. 


EN Corp ARROW (LEVEL 6) 

When active, this skill produces an icy blue arrow that smacks its target with a blast @ 
cold, slowing it down for a period of time (depending on the number of skill point 
invested). The more skill points, the greater the chances that it will actually freeze ane 
shatter the enemy into bits of ice (which subsequently melt). The Cold Arrow is a pow 
erful ranged weapon because it will usually turn its target blue (make them cold) whet 
it hits, slowing the enemy down considerably. This is an important tool when you're try 
ing to keep your distance from an enemy, so that you don’t have to get into melee com 
bat. One tactic that works well is to hit each enemy in a group with a Cold Arrow, caus 
ing them all to move slowly, then pick them off one at a time while they plod towars 
you. Like the Fire Arrow, the Cold Arrow is also its own light source, which means the: 
you can use it to see into the dark when you're stuck in dingy dungeons. 
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\_ COLD DAMAGE 
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character. As you put more skill points into this skill you'll get more arrows produce: 
with every shot, and the arrows eventually form a 120-degree arc that fans out frorf 
your position when you fire. As vou might expect, this can be a highly effective weapo® 
when used against groups of enemies, especially those in wide open spaces. When yo 
combine Multiple Shot with Critical Strike, a highly level of Dexterity, and a magica 
bow/erossbow of some sort, this skill can become your bread and butter for dealing wit: 
the enemy hoards you will frequently face in Diablo II. 
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8 Ice ARROW (LEVEL 18) 
he Ice Arrow differs from the Cold Arrow in a specific way—rather | 


N The Ice Árrow can be a 
8 very effective weapon 


Er 


aan slowing the enemy with cold, it completely freezes the oppo- @ when fighting enemies ë 
ent for a time. Indeed, Ice Arrow causes some cold damage while that can be respawned _ 5 A 
7 Es, : eer after they die. This is 5 
topping the target in its tracks. The duration of the freeze depends Ee cause an Een ats a k 
n the number of skill points you've poured into this skill. Once an _ Ice Arrow Ae eens turned to ice and then \ 
E - : sl 5 ies in thei ace— N À 

pponent is frozen, the likelihood that they'll get smashed into ene. ef Sock meteen ee De 8 
. nr . 5 rected trom aeatn, marin Et 

hunks of ice on the next hit is reasonably good. For this reason two _ smash them to bits! our job of clearing de \ 
its with Ice Arrow often send even the strongest enemies tumbling to the ground as melt- enemies _considerably 5 
easier. EN 


ag hunks of ice. The Ice Arrow can be used in conjunction with the Valkyrie skill, allow- 
ag you to stand back and freeze opponents while the Valkyrie hacks them to pieces. 
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Orrow into a group of 
enemies, always aim at the 
enemy in the center of the 


group. 
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® Gurpep Arrow (LEVEL 18) 


The Guided Arrow is the ultimate tracking arrow because it will literally make 90-degrees 
turns to find its target. In fact, you don't even need to specify a target with the guidee: 
arrow; once you fire it, it will make the necessary turns and adjustments to hit the near 
est enemy (assuming that there is an enemy nearby). A great way to use this skill is to hide 
in a corner of a room or at an intersection of a dungeon where the arrow can fly in multis 
ple directions, then fire randomly. The Guided Arrows will fly toward the enemies and his 
them even if they are in other rooms. Guided Arrow is best used when getting close to thef 
enemy is something you absolutely don't want to do! 
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EX? EXPLODING ARROW (LEVEL 12) 


This arrow explodes, causing fire damage around the area of impact. It will do damag: 
to enemies near the foe you've targeted, making it a great weapon for dealing wit: 
crowds of bad guys. The higher the skill level, the more damage the arrow will inflie: 
As you might also expect, it will light up the area it explodes in, thus making it y& 
another way you can cast some light down a dark corridor or light up a darkened room 
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Em STRAFE (LEVEL 24; MANA COST = 11) 


trafe is a unique skill that fires a missile at each of the targets near vour location. As 
ou pour skill points into the Strafe skill, the number of enemies that will be hit by a 
ngle shot increases. It's not uncommon to have Strafe up to eight missiles—if eight 
nemies were onscreen, each of them would take a hit by activating this skill. As with 
fultiple Shot, this is an important skill for fighting against several enemies, but it's par- 
cularly effective when you're fighting in large open areas where foes are approaching 
ou from all sides. Most importantly, this skill works with any missile class weapon— 
ycluding arrows, bolts, spears and javelins! 
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 IMMOLATION ARROW (LEVEL 24) 


his is an arrow that creates an area on the mss SS ese 
round that ignites and burns for a set amount of N at BE Ll 
me, depending on the level of the skill. té st 

dthough Immolation Arrow causes an area of N beides 
re around the impact point, it also does fire 
lamage when it hits its target. This is an excellent (& 
kill to use on groups of tightly packed enemies N 
r in narrow doorways where the enemies will try 
D file through and attack you. As you add skill ®& OD en = 


Le 
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joints to Immolation Arrow, the explosion dam- Eeen  . Sp 
ak dathage)sthe fire-damage,andthe The Immolation Arrow is Hike an arrow 
luration of the buming all increase dramatically en 

vith only a one-point-per-level increase in mana cost. Immolation Arrow is a must for the 
tmazon, and best of all, the fire it creates will not hurt you or any members in your party 
in single or multiplayer). 
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absolutely invaluable tool (4 2,04 BO (OB DIN PE 
later in the game when BEP TTN EN EN Levels Level7 LevaLs Levers 


you meet up with multiple 
powerful and dangerous 
AS enemies. If youre going 
to follow the Gow and 
Crossbow skill tree, you 
should strive to put a few 
points into Freezing Ôrrow. 
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FS FREEZING ARROW (LEVEL 30; DURATION = 2 SEC.) 
5 This skill launches an arrow with a cold damage area of effect that will not only dans 
eN age, but also often freeze the enemies it hits—even enemies that are nearby! The resul 
is a very powerful skill that can literally turn the enemy into chunks of ice with a singlf 
d hit. At the very least, it will freeze the enemies and slow them so that subsequent hit 
m3 can do enough damage to finish them off. 
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VASSIVE & MAGIC 

he Passive and Magic skills are the most important of the three skill trees for the 
gmazon. The passive skills of Dodge, Avoid, and Evade are critical to your survival in 
igher levels. They give your character a chance to avoid being hit every time an enemy 
ttacks, while the Valkyrie gives you a partner in battle that will not only fight to the 
eath, but will also heal her wounds over time. How you choose to use your skills in this 
kill tree will greatly affect how you do battle and how effective your other skills will be. 


3 INNER SIGHT (LEVEL 1; MANA Cost = 5; RADIUS = 13.3 YARDS) 


his skill places a small light source on all monsters within a radius, which appears 
s little ‘sparkles’ dancing above their heads. Because it illuminates the enemies to 
ome degree, this skill allows the Amazon to see dangers in dark places, and can be 
ery handy in dungeons and underground passages. Adding a small amount of light 
adius to an enemy is a handy feature, but the real benefit of Inner Sight is that it dra- 
tatically lowers the enemy's defense rating, making it considerably easier for you to 
amage them. Essentially, Inner Sight makes the enemy easier to see in dark places 
nd decreases their armor class, which makes your life a heck of a lot easier. 
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Multiplayer Tip: It's great 
to have an Âmazon in the 
group that has a couple of 
skill points invested in 
Inner Sight because every 
member of the party will 
benefit from the enemy 
having a _substantialiy 
reduced defense. In short, 
it's a great way to make a 
little mana go a long, long 
way with your party. 
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Because of its passwe Critical strike creates a chance that vou will do double physical damage when vo 
nature and ts abdty to : p ed ns end Aaf 

A Mede, e.deeasr ‘of attack an enemy with either ranged or thrust attacks. As vou add points to this skill, th 
iN almost every hit you land chances that vou'll do double damage go up. In fact, by the time Critical Strike is : 


' me „ aken level 10, vou will have a better than a 50 percent chance of getting a double-damage ht 
à smportant skis an Amazon (With every weapon vou use). Since Critical Strike is a passive skill, you need neve 


_ can leam. Successfd worry about activating it because it's alwavs on. This allows vou to concentrate on figh 


el ri en mn ine. knowing that manv of vour hits will carry substantially more weight. 
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5 You know that gou This skill ensures a chance that the Amazon will move out 
of the wav of a hand-to-hand enemy attack. Dodge works 
Omazon jump aside as she Onlv when the Amazon is not moving, but it may make the 
difference between life and death for vour character when 
- vou're in a heavv dutv fight. If an enemy swings at vou 
N and a hit is imminent, vour Dodge skill kicks in and vou'll Dodge ile rat pris a: 
=| still have a chance to step out of the way from that attack. ene EE 
5 The more points vou put into Dodge, the harder it will be an Perdf arwoks in Wind 

for the enemy to hit you: if vou put points into Dodge up hand combat. 

to level 12, the enemy will have less than a 50 percent 

chance of hitting vou. 
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B) Stow Missies (Lever 12; MANA Cost = 5; RADIUS = 13.3 YARDS) 

This is an active skill that. when used, slows nearby enemies’ missiles by one-third. Th 

skill comes in very handy when vou're facing groups of enemies that are firing proje” 

tile weapons. as it gives vou time to step out of the wav of oncoming attacks. AS v@ 

pour skill points into Slow Missiles. the length of time that the skill is active increass 

substantiallv—by level 10 vou can get more than a minute's worth of effect. The Slet 
_ Missiles skill is best used when vou're in open areas and multiple enemies are firin 
= ranged weapons at vou. In conjunction with Avoid, this skill makes it very difficult f« 
560 enemies to damage vou with ranged attacks. 
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void is similar to Dodge, except that it works for ranged attacks. This means that if an KK TIP 

nemy throws or shoots a ranged weapon at you, and it is going to hit you, Avoid will a 
d : en you get into Àc 

icrease your chances of stepping out of the way of the enemy attack. As you might and Saen 4 Diablo Il the 


kpect, having points in both Avoid and Dodge (as well as Evade) will help to make the enemy packs a much 
harder punch, making 
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3 PENETRATE (LEVEL 18) … GE r 


enetrate gives your Amazon an increased attack rating with her ranged attacks. This skill Many Bliezard QQ testers 

| : s use a combination of 
Very powerful because your attacks (such as arrow or spear attacks) carry an increased penetrate. Critical Strike. MÛ| 
ttack rating between 35-225 percent, depending on how many skill points have been and Evade/Ovoid/Oodge | 
dded to it. If you have chosen to follow the Javelin and Spear skill tree, then putting points !° ies Ee lied é | 
pe en, en p q : owerful enou o dis- 
to the passive Penetrate skill is critical. The development of this passive skill along with Ag: any pel an Oe 
ritical Strike is an awesome combination. If you develop these two skills, then you'll not game. 

nly have the chance of your ranged weapons doing double damage with Critical Strike, 


ut you'll also be able to increase the attack rating on top of that with Penetrate. II 
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ma This skill creates a duplicate copy of your Amazot 
k Although the decoy that's created does not fight in yow 
stead, it will draw fire from enemies, as it appears to B 
s you! Even in multiplayer the Decoy that's created whes 
& you use this skill will look like you to your enemies, mak 
N ing it an effective tool in both single player, cooperativ 
DE IS a multiplayer, and player vs. player. Ultimately, the Decoy i 
Derby is a den en to bd an best used when you get into a situation where you're beim 
enof Ok aen Decalse__ overwhelmed by enemies; invoking the Decoy at this poi 
equally attractive target beside will be useful in distracting enemies while you attack ther 
vou for vour focs to attack. N. N ' 

Ì i from your position. The downside to the Decoy is that 
will not last very long (10 seconds for a level 1 Decoy). However, as you add skill poinh 
to this skill you may access the Decoy for nearly two minutes at a time. 
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KR Evape (Lever 24) 


Evade is a particularly valuable skill because it gives your Amazon a chance to escaf 
any attack while moving. This differs from Avoid and Dodge. Those skills apply om 
when your character is standing still, whereas Evade works when your character is « 
the run. For this reason you can see why combining Evade, Avoid, and Dodge can ma 

it very difficult for enemies to land a hit. Evade is highly effective once you get to lev 
12 because it provides a 50 percent chance that the enemy will not land their attack. 
level 18, Evade gives a chance for your character to avoid area of effect spells/attack 
which means that in some instances clouds of poison or areas of burning ground cé 
be negotiated without taking a hit! 
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Â high-level Valkyrie, a 
Decoy, and a quality mer- 
cenary hired in town can 
give you a fair-sized com- 
pany battle through in the 
higher levels of Diablo Il. 


his is one of the Amazon's most powerful 
ills. Indeed, the Valkyrie is a very formidable 
ly to have fighting by your side. When 
woked this skill summons a magical Valkyrie 
arrior to fight for your cause. Even at level 1 
alkyrie has over 350 hit points and packs a 
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eal of strength. For example, a level 5 Valkyrie The Valkyrie is perhaps the Amazon's best in 
skill. When created, the Valkyrie is very Mi 


as over 650 hit points and also has 100 per- 
ent modifiers on attack, defense, and 
amage bonuses! 


tough and fights fiercely in your name. 
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The damage inflicted on 
the enemy when using Jab 
is actually lower in the first 
few levels of Jab. Indeed, 
it's not until you get up to 
level j Jab that you start 
to see an increase in the 
damage modifier [mean- 
ing that you must put skill 
points into Jab for it to be 
most effective). 
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KÀ Pierce (Lever 30) 


This is a passive skill that gives the Amazon a chance that any ranged weapon you u 
be it a spear or an arrow, will hit its target and then continue through toward the ne 
target. As with Penetrate, this skill is important if you choose to fight the enemy fron 
distance at all times. Pierce, however, requires 15 skill points before it reaches a 40 p 
cent chance of passing through an enemy, so it's not always a worthwhile use of ycl 
skill points just to slightly improve your chance of piercing an enemy. 


PASS THROUGH CHANCE (%) L& Vel ) Mms 
LEVELT LEVEL? — LEVEL3 LeVal4 Levels LEVELG LEVELT LEVALS LEVELS9 LEVEL IË 


Laval si LeVaL 12 LeVeL 13 Level 4 Level 18 LEVEL 16 Level 17 Level 18 LavaL 19 Level 26 


Serik Pe ener de Bee riep tn en ej Ee ve Ben Groede hm zr Eek ere 7 mrt Oe eni spee 


JAVELIN AND SPEAR 


This group of skills enhances the abilities of the Javelin and Spear class of weapon 
Each skill in this tree in some way improves upon the Javelin/Spear attacks, or mc. 
specifically, they improve upon weapons that use a thrusting or throwing attack. T 
higher level skills such as Fend and Lightning Fury provide an excellent power pun 
while the skills such as Power Strike and Plague Javelin help to provide a backbone: 
skills that will serve you well as your Amazon progresses through Diablo II. 


ES Jg (Lever 1) 


Jab delivers multiple hits in a single attack, and is an essential requisite if you choose: 
follow this arm of the skill tree. By perforating the enemy multiple times within the spam 
a normal attack, you can sometimes finish the creature off in one fell swoop, rather th 
having to attempt to hit it multiple times. The downside to the Jab skill is that each sr 
cessive hit is slightly less powerful, and not every jab is guaranteed to hit. However, as y' 
add points to the Jab skill it quickly becomes more effective in terms of attack rating a: 
the amount of damage it inflicts on the enemy. | 
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| POWER STRIKE (LEVEL 6) 


e Power Strike is a straight-forward skill that simply adds lightning damage to an 
ack. Adding a different type of damage to an attack is always good because it 
proves both the damage done and the attack strength for thrusting attacks. Although 
wer Strike has a mana cost, it is nominal and relatively insignificant compared to the 
nefit supplied by the spell. This skill is best used when fighting small groups or sin- 
enemies because the Lightning damage will only affect a single targeted enemy. 
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Poison Javelin leaves atrail_ In short, Poison is a great way to damage a 
of poison clouds in he oup of monsters in a short period of time, so 
pe area behind it as it flies STCUP B é 

through the air. For this it stands to reason that if you can combine 


reason you can USE à Poison with a Javelin attack you can create 
Javelin throw to block a 


narrow hallway or valley SOME serious carnage. Poison Javelin increases 
so that any enemy passing the damage done to an enemy (over and above 
through it will become th ie e vour attacks inflict), but it 
poisoned. This technique CEG ERAASE Ge EC, L 
can be very effective, but also poisons the target and any nearby targets. 


timing is important since The poison then continues to damage the 
the poison cloud lasts 


Pk € 


A Poison Javelin is best used in areas 
onhy a few seconds. enemy as long as it lasts; the duration of the poi- where there are plenty of enemies. 


son effect increases with every skill point used 
for this ability. 
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N Impare (Lever 12; MANA COST = 3) 


tis skill is a more powerful single attack that, especially at the higher levels, inflicts a 
uch greater amount of damage on the enemy you're attacking. As you put more points 
to Impale the attack rating goes up considerably, but with a higher cost on the dura- 
lity of the Javelin you are using. Despite this increased strain on the durability of the 
rticular weapon you are holding when you use Impale, this skill is well worth the 
ana cost. As with Power Strike, Impale is best used against small groups or single ene- 
ies because it can affect only one foe at a time. 


ATTACK MODIFIER (9%) 
EVEL 1 Level 2 Levels 


VEL 11 LEVE 


LIGHTNING BoLr (LEVEL 12) 


ghtning Bolt turns the Javelin you are throwing into a lightning bolt that does a large 
hount of damage to the enemy it hits. As Lightning Bolt increases in level, it causes a huge 
nount of damage, and the mana-cost associated with this skill at those high levels won't 
eak your mana bank (so to speak). Due to the nature of lightning, the bolt that's created 
an excellent source of light. As with other similar weapons, you can use the Lightning 
lt to illuminate unexplored or darkened areas, such as caves and tombs. If you're lucky, 
may even hit an unsuspecting enemy! 
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B CHARGED STRIKE (LEVEL 18) 


This skill provides a lightning attack that also releases 
charged bolts that move away from your position, doing 


ae 


1 | damage to whatever enemies they encounter. These bolts 

i are not guided, so there's no guarantee that they'll hit any 

ri enemy; however, when you're in close combat and fight- 

fe) ing against a group of enemies, using Charged Strike can 

À inflict the kind of damage that'll make your job much jn ne . EN U 
4 easier. The first few levels of this skill see a substantial É | 
A ‚ \ ‚ 3 Charged Strike packs an electi 
5 increase in the effectiveness of Charged Strike, so if YOU cal punch that will wreak have 
e 

’ choose to put one point into it, you should be U mien 
ál Mar 

Ey prepared to add at least a few more to make it effective in the later levels of Diablo [ 
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5 RS PLAGUE JAVELIN (LEVEL 18) 

il This weapon is very similar to Poison Javelin, but it also creates an expanding cloud! 
p poison around the target it hits. Like the Poison Javelin, this skill leaves a trail of p» 
si son that can be used as a deadly barrier in crrowded areas or narrow passageways, Eì 
sl the Plague Javelin also inflicts an area of damage when it impacts the enemy. TI! 
e, explosion of poison means that firing a Plague Javelin into a group of enemies will lea: 
KA all of them poisoned as their final breaths leave their wracked bodies. 
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MANA COST f Er -. 
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5 FEND (LEVEL 24; MANA CoST = 5) 


ais skill is for hand-to-hand combat only and is very effective when you are sur- 
junded by a group of foul creatures. Fend attacks multiple adjacent targets quickly, hit- 
ng every adjacent enemy! With a few skill points in Fend you can take down a fever- 
h group of enemies in a few hits, because each time you strike each adjacent enemy 
kes a hit. As skill points are added to Fend, it becomes increasingly effective as both 
je Attack and Damage modifiers increase dramatically. 


Assign a hot key to the 


ATTACK MODIFIER (+%) n „_Fend skill so you can use it 
LEVEL 1 LEVEL 2 Leval 3 if gou suddenhy become , 
surrounded by a group of X 
EVEL u LEVEL 12 enemies. Â few uses of Ik 
fend can thin out the \ 
BN enemy ranks very quickly Ì 


and, at the very least, 
open up a pathway for 
your escape. 
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ks important to note that This skill turns your Javelin into a lightning bolt as soon as it makes contact with tl 
with both Lightning Strike : ne : n Ee Nt Bend E Ì 
arr Lichtriio Fur the in TELS): When you hit your foe, Lightning Strike will release chain lightning that trave 


tial hit is weaker than the from enemy to enemy within range. This skill is very similar to Lightning Fury, exces: 


chatncightreng its bek gat ieisot nearly.as powerful and it requires you to be adjacent to the enemy in ord! 
follow. t's not uncommon Ë 


for the enemy you hit fist tO start the chain of lightning. This is an excellent skill to master if you enjoy getting ins 


to remain standing while melee combat with vour Amazon, but if you prefer to fight from afar, put your poin 
those behind him fall at 


the hands of the sparks. into Lightning Fury. 
for this reason it isn't 
always the best idea to hit 
the toughest enemy first 
when using these skills. 
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) LIGHTNING Fury (LEVEL 30) 


Eee 


R Lightning Fury is a skill that turns your lavelin into a 
R_chained lightning bolt as soon as it leaves your hands. The 
\ result is a single thrown Javelin that can take down or seri- 
& _ously injure an entire group of enemies, depending on the 
t level of the skill and the strength of your enemies. This is 
a ranged skill and is best used that way, although you can 
certainly use it in melee combat if necessary. Ideally, you'll 
want to stay out of harm’s way, fire Lightning Strike at the 
‘lead’ enemy, and then sit back and watch the tentacles of 
electricity rip through the enemy ranks. Lightning Fury can 
used in the same way a grenade is lobbed into an enemy area. If you fire a Lightning 
ry at an enemy who's the first of many behind him, the resulting chain lightning will 
through every enemy within range and possibly even clear out the room for you! 


ightning Furv is a Level 30 
skill—it's powerful! 
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Ò clever trick with 
Lightning Fury is to 
bounce it off a wall when 
attacking enemies. This 
can be effective because 
the lightning attacks that 
spread out after the 
bounce are more powerful 
than the original attack. 
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The Paladin 


The Paladin is a battle-ready warrior for whom faith is a shield; he fights for what 
believes to be right. Furthermore, his steadfastness gives him powers to do good upé 
friends, and wreak cruel justice upon foes. There are those who call tl 
Paladin an overnvrought zealot, but others recognize in him tk 
strength and goodness of the Light. The Paladin is a crusading bel 
er in all that is good, just, and holy. He stands tall and intimida 

with a deep, commanding voice that sounds appropriate coming fro: 
either the pulpit or the battlefield. 


PALADIN SKILLS 


There are three skill sets that the Paladin can develop as he progressess 
Diablo II. As with the other characters, which skills are developed in eat 
area will ultimatelv affect the Paladin’s abilities in the game. The three ss 
sets are Combat, Offensive Auras, and Defensive Auras. 


COMBAT 
As the name implies, this set of skills aids the Paladin in his ability to engas 
in combat against the evil forces he will face. From multi-faceted attae! 
such as Smite (which not only damages, but also knocks back ak 
stuns), to melee enhancing skills like Zeal, this line contains imp 
tant skills that the Paladin must use in order to be successful. 


If vou have a life-stealing weapon that will replenish lost life with every hit. th 
Sacrifice becomes a very practical and powerful skill. However, if you do not have s 
a weapon or item, it would behoove you to keep health potions on hand at all timeg 
vou're going to use this skill. 


ne 


SACRIFICE (LEVEL I) 


This is an odd skill because it gives you the ability to do more damage to the enemy 

improving your attack rating; but it does so at the cost of 8 percent to your health. T 
upside of Sacrifice is that it greatly increases the damage you do, and the cost is alwe 
only 8 percent of your life, regardless of your level of Sacrifice. Still, the cost of drain 

some of your own life in order to do damage must always be weighed against the b 

efits of having a more powerful attack. 


_ __ nt Km _ ne —_— en md hm nd 


CHAPTER 3 2: : THE CHARACTERS 


EEE CR EDEN ZE 


& 
Ean 


en TJ 


ACK RATING MODIFIER (+%) 7 # 
LEVEL 4 


EVEL Î LaVeL 2 LEVEL 3 


EVEL II LEVEL 12 LEVEL 13 


DAMAGE (+%) 
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} Smrre (Lever 1; MANA COST = 2) 


nite is best described as a shield bash. 
‘hen this skill is used, it knocks back and 
images the enemy. The real benefit, howev- 
‚is ín its ability to stun the enemy. When 
ju Smite an enemy, they become stunned 
rt a short time (increasing as more skill 
ints are spent on this skill), and during this 
ne they cannot move, attack, cast spells, or 
e abilities. By the time Smite reaches level 
j, you're doing a crushing amount of dam- 
e (225 percent more) and the enemy is 
ing stunned for a full three seconds, which 
eans that you can continue to hit them 
ithout fear of retaliation. 
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Smite not only knocks the enemy back, but it 
also stuns them and does damage, as well. 
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You can take even a tough 
enemy out by simply con- 
tinually using Smite on 
them. Every time gou use 
Smite, the enemy will be 
knocked back, stunning 
them for a brief period of 
time. If you Smite them 
repeatedly, you can push 
them back against a wall 
and simply continue to 
Smite them or trade a 
sword attack with a Smite 
attack until they are dead. 
Using this technique will 
prevent your foe from 
fighting back because 
they will be perpetually 
stunned. 
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Holy Bokt can also be used Holy Bolt is a powerful bolt of divine energy that damages undead monsters, often to tÌ 


to heal hirlings that you’ f : 
pich zi we hes, teg point of destroying them in one shot. However, as an attack this is really only effecti 


towns. Although they heal against the undead. If you have skill points in Holy Bolt, but are not fighting the undea 
ghs ie td you can still use Holy Bolt to heal members of your party by shooting them with it! Tk 
directly influence the isa very unique skill because it can be used as both a weapon and an instrument of hes 


healing of a hirling. ing. For this reason, it's worth having a skill point or two invested in Holy Bolt. 
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Zeal also works effectively This skill is extremely effective when you are in a situation where you are surround 


sn zn ke 4 ad because it enables you to quickly strike multiple adjacent enemies with one attack. 
ave a e 3 ea j e _ si . _ 
has four hits. it will hit a YOU add points to this skill you'll be able to land more hits with a more powerful attae 


single enemy four consec-_ making this a valuable tool in close quarters fighting with a group of enemies. Zeal & 
utive times without hesita- 
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Á ld r À 7 

Ë Ben kle weet wats also be used to make a weapon with a very slow attack speed, such as a spear, mu 
=, take enemies out in one faster so that vou can do the large amount of damage that a slow weapon offers af 
5 Ee vastly improved rate of speed. 
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] CHARGE (LEVEL 12: MANA Cost = 9) 


zis is a skill that's related to Smite since it uses a shield bash to hit the enemy. Charge, 
pwever, also substantially increases the amount of damage the smash does and clos- 
„ground on the enemy by making your Paladin run up to the enemy and then hit it 
th a hard shield smash. The enemy is not stunned as with Smite, but the attack is 
ten powerful enough to take an enemy out in one or two Charges. This is a good skill 
ruse to close distance on an enemy quickly and surprise them. 
DAMAGE MODIFIER (+%) __ } 
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ì VENGEANCE (LEVEL 18; MANA COST = 4) 


S is a very unique skill that not only does standard damage, but also adds fire, light- 
ng, and cold damage to the attack. This is an important skill because it will deal a 

ked blow to an enemy that has no resistances, but it will also be effective against mon- 
rs that have specific resistances. For example, if an enemy has resistance to fire, then 
e Vengeance attack will still hit them with standard attack, cold attack, and electrical 
tack. This is a skill well worth employing at any time, and when a few skill points have 
jen invested in it, the enemies you hit will be slowed by cold for several seconds as well. 
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You can convert multiple 
enemies to fight for you at 
the same time, but you 
must convert them one at 
a time. Hence, you won't 
ever be able to achieve 
the numbers of Followers 
that the Necromancer 
summons with Revive. 
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BLESSED HAMMER (LEVEL 12) 


The Blessed Hammer creates a spinning mallet that spirals outward, damaging any er 
mies it encounters, while doing double damage to undead creatures. This is not a t 
geted weapon, but when it hits an undead creature it will do a heap of damage, oft: 
killing the undead in one hit. As skill points are added to Blessed Hammer it gains 
great deal of attack strength, but since its mana cost also increases and it can be di 
cult to use in close quarters, it is not a skill in which points should be heavily investe 
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B CONvERSION (LEVEL 24; MANA CoST = 4) 


This skill gives a chance that you'll convert a monster to Gs 
fight for your Paladin, but only for a short period of time. À 
The duration of this effect is extended when more skill & 
points are invested in the skill, along with the chance of } 
successful conversion. This skill works with your normal # 
melee weapon attack, with the enemy being damaged by Ni 


small symbol will appear over the head of the enemy and 
they'll become your ally for the prescribed amount of time. 
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d Hory SnteLD (LEVEL 24; MANA COST = 35) 


oly Shield magically enhances your shield to absorb damage while increasing your 
tance to block an enemy's attack. The drawback is that it takes a whopping 35 mana, 
id, in the first few levels, doesn't provide a huge benefit to your Paladin. However, 
ice Holy Shield gets up to level 10, it becomes a substantial defensive skill that lasts 
ra full tvo minutes and gives almost a 200 percent defensive improvement. 
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A Fist OF THE HEAVENS (LEVEL 30) 


is is a skill that not only does a substantial amount of damage with a lightning bolt, 
at it also releases Holy Bolts after the initial hit. These Holy Bolts then go about doing 
(eir own damage to any nearby undead, or, if you have party members nearby, the 
oly Bolts will heal them! This is a high-level skill that carries a steep mana cost, but 
hen you've invested 10+ skill points into it, you'll be able to take some tough enemies 
Bwn in one or two shots. This skill is a must-have when fighting against any group of 
dead because of the radiating Holy Bolts that will extend from the initial lightning 
ee area. 
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Activate Might when play- 
ing in a tight group during 
a fight with tough mon- 
sters in Multiplayer. This 
aura will increase your 
offensive power (as a 
group) enough to alter the 
outcome of a close battle 
in your favor. 
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OFFENSIVE AURAS 


This set of skills is aimed at improving existing combat skills, but also provides B: 
unique attributes that will wreak havoc with the enemies. For example, Holy Fire v 
periodically hit any nearby enemies with a blast of fire, while Thorns will return des 
age to the monster that's inflicting it on you! Where the Offensive Auras really shi 
however, is in multiplayer action. A multiplayer team without a Paladin versed in thy 
skills will be at a considerable disadvantage. 


5) Mint (LEveL 1) 


This aura increases the amount of damage caused by your character and friendly um: 
Might, like all auras, is best used when it can help an entire party rather just ye 
Paladin; however, it is still a very powerful aura by itself. Indeed, at level 7 it is alreed 
doubling the attack value of any hits you land on an enemy monster. 
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Ì Hory Fire (LEVEL 6) 


fis aura is a very powerful skill that, when active, period- } 
illy blasts unfriendly units with a hit of fire! The amount # 
damage that it will do on the nearby enemies varies with- G# 
a range for the level of the skill. By putting more skill & 
ints into Holy Fire, you will not only increase the amount \ 
damage that you inflict on nearby enemies, but also 
grease the radius of effect. A great way to use this skill is 
run into an area with a large group of enemies, drink 
\vn a stamina potion, then simply run around and avoid the enemies while the Holy 
se hits them every few seconds. This technique comes in very handy when your armor 
damaged or you are near death, but still need to kill off a group of enemies. 
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launches a fire attack on all 
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N THORNS (LEVEL 6) 
is is (in the opinion of many Blizzard employees) the most powerful aura the Paladin 
s at his disposal. This aura returns damage to any enemy that inflicts damage on you 
any ally that is within the raduis of effect. The key to this skill is just how much dam- 
e is returned! Indeed, if an enemy hits you and inflicts 10 points of damage, and you 
ve Thorns at level 1, the enemy will take a 250 percent hit, or 25 points, back! Marvel 
the numbers: Thorns at level 10 will return over 600 percent damage to the enemy! 
je one downside to Thorns is that it is effective only with melee attacks, and does not 
ply to damage inflicted by ranged weapons or magical effects. 
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Once you reach Oct Ill, 


the tougher enemies you!ll 


ût higher levels having 
Thorns on can be enough 
for enemies to kill them- 
selves with one successful 
hit against you. For exam- 
ple. at level ro, if an 
enemy hits with a 1o-point 
attack, it will take a Ó1- 
point hit itself. 
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KO) Bressep Aim (LEVEL 12) 


This aura increases your attack rating, while doing the same for all nearby allies. T 
bonus to your attack rating increases as you add points to Blessed Aim, and the radi! 
of effect is also improved. Although it can be effective in the single-player game, Bless 
Aim is one of the auras that's more important during multiplayer action where it c. 
help to improve the attack rating of the entire group. 
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EZ) CONCENTRATION (LEVEL 18) 


Concentration gives you a chance that your attack will be not be interrupted, and ad! 
to the damage your attacks will do. This is an important aura because when you're 
a pitched battle, taking many hits from multiple sides, your attacks will get interrupt? 
and you'll find it hard to land a blow on an enemy. Concentration increases the cham 
that your attacks will follow through even if you're being interrupted by an ener: 
= attack. As skill points are added to Concentration, vour chance of being interrupt: 
decreases. Use this skill in tense situations where you need your attacks to find pu 
chase on enemy flesh! 
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àl Hory FREEZE (LEVEL 18) ' 
oly Freeze acts somewhat like Holy Fire—it will affect units within its radius every few N 
conds. However, instead of inflicting cold damage, it merely slows the enemies down. s 


4 
5 with all auras, this is a very valuable skill to use in a group situation because it will 1 
seze all nearby enemies, making them slower and ultimately more manageable for À 
her party members to destroy. Also, Holy Freeze is an attack powered by the faith of 


e Paladin and not elemental magic, so resistances against cold do not protect enemies k 
pm this spell. \ 
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oly Shock hits unfriendly units with a spark of electricity k 
ery few seconds. The amount of damage that this aura si 
Il inflict on the nearby enemies varies within a range for A 
e level of the skill, but the addition of skill points will 5 
crease the amount of damage that you deal on nearby NM pe 
iemies, as well as the radius of effect. You can clear an ms it 
ea filled with a large group of enemies by drinking a stam- _ This skill periodically hits mn 
a potion and then running around while avoiding the ene- "earby monsters with an elec- Î 
= d : trical spark! 
jes as Holy Shock hits them every few seconds. This tech- il 
que is especially useful when your armor is damaged, your weapon has broken, or 
u are near death but you still need to kill off a group of enemies. | E 
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[O) Sanctuary (LEveL 24) 


Sanctuary is a special aura that essentially prevents undead monsters from reaching t# 
Paladin. It does substantial damage to the undead and, as a rule, will destroy the 
before they have a chance to get close enough to cause you damage. This aura is esp 
cially useful in places like the Graveyard or the Tombs where the undead thrive. As ws 
add points to Sanctuary, both the damage inflicted on the undead and the radius of eff 

increases dramatically. However, because many of the tougher monsters you face 

Diablo II are not undead, it's not advisable to put all of your eggs into this one baskes 
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FANATICISM (LEVEL 30) 
Fanaticism boosts the attack rate and power for the Paladin and nearby party membet 
(within a radius of 7.3 yards). This aura moderately increases these attack factors, B 
after level 2 the amount that the rating increases may not be worth the cost of a ské 
point to you. This is an excellent aura to use in multiplayer when your party wants. 
quickly hack through a large group of enemies; the increase in attack rate will alle 
your party members (and yourself) to strike quicker, do more damage, and keep t 
enemy from attacking. 
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CONVICTION (LEVEL 30) 


nviction is an aura that reduces the armor class and maximum resistances of ene- 
25 that come within its radius of effect. For example, an enemy within 6 yards of a 
jadin with level 1 Conviction active has its defense rating lowered by 49 percent, and 
maximum resistances reduced by 26 percent. Because this affects any enemies with- 
he radius, it can benefit other party members in multiplayer if they are fighting close 
your position. 
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FENSIVE AURAS 


s set of skills is aimed at improving existing defensive combat skills. For the Paladin, 
Defensive Auras are of great importance in multiplayer games because of their abil- 
to protect/affect other party members. Again, as with the Offensive Auras, the 
fensive Auras are great in single-player action, but really shine when they can be 
dlied to a team. 
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KEK NOTE. KA) Praver (Lrvri I) 


In multiplayer, the Paladin This is one of the Paladin's most powerful skills because it has the ability to heal N 


imply stay behind 
hope, en gal and your nearby allies passively, simply by being active. When it heals you or a me: 


leave the Prayer skill ber of your party. Prayer takes mana from your reserve, but only when it heals; otk 
ne Ere hep wise it is simply ‘on’ passively waiting for your health to fall below optimum. WE 
hits. This skill underscores Used in a multiplayer party, Prayer is incredibly important, especially at higher leve 


the importance of having because it can heal everyone in the party simultaneously. 
a Paladin in a multiplayer 
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Ki) ResIsT Fire (LEVEL I) 


This skill increases vour resistance to fire, along with any friendly units within 
radius of the aura. Once again, this is a great way to protect yourself and your pét 
members in a multiplayer game when you're up against enemies that deal out fire-bas 


damage. Note that this skill doesn't require the expenditure of mana, so it can be 
on indefinitely. 
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| DEFIANCE (LEVEL 6) 


fiance boosts your defensive rating substantially when active. It also does the same 
party members in the same amount (between 70 and 260 percent, depending on skill 
el), making it an excellent tool for multiplayer games. As you add points to Defiance, 
ril increase the radius of this aura's effect, as well as the amount of defensive boost 
ffords you and the other allies under its influence. 
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 ResIsT Corp (LEVEL 6) 


is skill increases your resistance to cold, along with that of any friendly units within 
radius of the aura. Use this aura to help protect yourself and your party members 
a multiplayer game when you're up against any enemies that attack with cold. Note 
it this skill doesn't require the expenditure of mana, so it can be left on indefinitely 
provide constant protection. 
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KA) CrrANsING (LEVEL 12) 


Cleansing reduces the amount of time that poison will affect you or any members 
your party within the aura's radius of effect. This aura is important in places like 
Tombs or the Spider Cave where you're likely to face several enemies that can infect 
with a dose of poison. Because poison can be so devastating, especially to a party 
° they all get poisoned, this aura is a huge asset in multiplayer games. 
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0 K\) ResisT LIGHTNING (LEVEL 12) 
As with the Resist Fire and Resist Cold auras, Resist Lightning affords you and the nee 
by members of your party some level of protection from lightning attacks. Of coum 
when more skill points are added to Resist Lightning, you'll acquire increased rad 
and resistance ratings, making this a powerful aura when you're taking electrical det 
age from enemies. 
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ViGor (LEVEL 18) 


s aura boosts the stamina regeneration rate 
jou and your allies so you are able to more 
ckly recover from running. Stamina recovery 
nly one part of the benefits of this aura, how- 
r, because it also increases your maximum 
nina and walk/run speed! As an added 
us, any nearby allies will also feel the effect 
Vigor (depending on how many skill points 
e been added to this skill). Vigor is best used 
ituations where you and/or your party mem- 
s need to be nimble, moving quickly to hit 
enemy before running away. 
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Ke) Meprrarion (LEVEL 24) 


This aura increases the mana recovery rate for your Paladin and nearby party memkt 
In the first level, Meditation speeds up mana recovery by 60 percent; however, w 
you've put 20 skill points into this aura, you can get a mana regeneration rate that's 
percent faster than normal! In a group of Sorceresses and Necromancers, this abilit 
regenerate mana quickly is a highly prized skill. 
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KG) REDEMPTION (LEVEL 30) 


Redemption is one of the most powerful skills in the game. When it is left on, this 
will reclaim the bodies of fallen enemies and turn them into mana for your Paladin!’ 
only is this a fantastic way to restore mana, but it also works to permanently rend 
dead monster corpses that could otherwise be resurrected by certain ener 
Redemption is a powerful aura and should be used whenever there is a lack of mart 
you need to eliminate fallen enemies from the battlefield. 
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SALVATION (LEVEL 30) 


5 aura protects you and any nearby allies from all enemy etemweital damage 
uding cold, fire, and electrical damage. Each skill point you add to Salvation grants 
nall bonus to the amount of damage that is diverted from these attacks. Paladin 
aged in multiplayer battles will enjoy the dramati increase in the radius of effect for 
Jation. By the time you've invested 10 skill points into this aura, you'll have an effec- 

protection radius of nearly 20 vards, which means that your party member can 
y farther from you and still be protected under the effects of this aura. 
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The Sorceress 


One of the rebellious women who have wrested the secrets of magic use from the mé 
dominated Mage-Clans of the East, the Sorceress is an expert in mystical creatt 
ex nihilo. Although she lacks hand-to hand com 
skills, she does have fierce combative mag 
for both offense and defense. 


hd 


Both solitary and reclusive, the Sorceress a 
based on motives and ethics that often seem fic: 
and even spiteful. In reality, she understands the strug 
between Order and Chaos all too clearly, and uses this 
balance and fit into her role as a warrior in the battles 
Diablo Il. 


SORCERESS SKILLS 


The three skill sets that the Sorceress can develop are Fire, Lightning, « 
# Cold. As with the other characters, the skills that are developed in each at 
will ultimately affect the abilities the Sorceress ends up mastering in Diable 


The Sorceress is the master of magic. So if you're looking for some bos 
crushing melee combat, the Sorceress is probably not your best cho 
However, if you want visually impressive and extremely powerful mas 
this is the character for you. 


FIRE 


These spells give the Sorceress command over the powerful realm of fire, and inclt 
the very effective spells Fire Wall and Blaze. In addition she has Meteor, which « 
instantly eliminate almost any tightly grouped pack of enemies. | 


While all of the fire spells are worthwhile, perhaps the most important is Warmth. T 
ability helps to improve the Mana recharge rate for the Sorceress, which is the lifeble 
of this spell caster. 
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| Fire Borr (LEVEL 1; MANA Cost = 2.5) 


e Bolt shoots a bolt of fire that causes fire damage to a 
gle enemy. The Sorceress starts the game with a staff 
it grants this skill. Fire Bolt increases in power as you & 
t skill points into it, but its Mana cost stays the same at ® 

’ Mana points. NA 


| : : laat: “This is the ‚ bread-and- butter 
hough Fire Bolt uses little Mana, it can only hit one Ekel for tenera dl 


emy and its damage is limited. This means that there are effectively be used throughout 
bably other skills in the Fire skill tree that you will want ie EUA hee 
explore, especially when you are fighting larger groups of tougher monsters. 
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| WARMTH (LEVEL I) 
wmth is a passive skill that increases the Mana recovery rate of the Sorceress. It is 
perative that you add points to this skill. because the Sorceress requires plenty of 
na to cast her spells. 


emth increases the Mana recharge rate by a percentage. When you reach Level 7 of 
iFmth, you'll see a recharge rate that is greater than double the standard recharge 
8, which obviously makes this one of the most important skills in the game. 
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INFERNO (LEVEL 6; MANA Cost = 6/SEC.) 


erno resembles a flame-thrower that follows the direction that you move your mouse 
€ front of the Sorceress). The more points that you put into Inferno, the greater the 
ige of the flame and the more damage it will cause. 


er adding just a few skill points to Inferno, you can increase the damage points per 
Ond to around 37-47! This kind of power can cut a path through a line of enemies 
y quickly. This is a great spell to employ when vou are backed into a corner and 
rounded by multiple enemies. 
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Don't wait to put points 
into Warmth. The benefits 
of having at least five 
points in this skill will hold 
you in good stead from 
the very first âct. 
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BLAZE (LEveL 12; MANACOST = 11) 


Blaze leaves a wall of fire wherever the Sorceress goes. 
This wall of fire inflicts a significant amount of damage 
every second the enemy is inside it, so there are a couple 
of important uses for this spell. 


First, you can use Blaze to enclose a group of enemies by Betis EE 
invoking the spell and then running around them in a cir- Perhaps the caolest spell im 
s é game, Blaze leaves a trail! 
cle. This forces the enemies to pass over the deadly fire to highly damaging flames: 
: 5 : behind the Sorceress as sh 
get at you or, at least, keeps them trapped while you get nde 
away or prepare another spell. You can also use Blaze 
when you're running away from a group of enemies. As you flee, the enemies will cha 
you and get trapped in the fire that you leave behind. Since Blaze causes a large amo» 


of damage every second, most enemies will succumb in short order. 
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| Fire BALL (LEVEL 12; RADIUS = 2 YARDS) 


is spell is like a Fire Bolt with a wide area of effect. Fire Ball shoots orb of flame that 
uses fire damage around the impact point, thus damaging anything within the area. 


sanged spell, Fire Ball is great to use against groups of enemies that are even a short 
tance away. If you get too close, however, it may prove difficult to invoke the spell 
h enemies swinging at you. Mana cost for this spell is nominal. 


DR); 
AMAGE 
MA LEVEL2 LEVELS LEVEL4 LEVELS LEVELS LEVEL7 LEVELS LEVAL9 LEVEL IO 


jade, 55-03 


Nas 


LeVeL F2 LevaL 13 LEVEL U LEVEL 15 LeVeL 16 Level 17 LEVEL 18 LEVEL 19 LEVEL 20 


Nek TT TN at 


| ENCHANT (LEVEL 18) iN 


chant magically enhances a weapon with fire damage, and increases the attack rat- In multiplayer, gou can use 
S 3 à ĳ N nchant to add fire dam- 

- This spell is a necessity during hand-to-hand combat. If you don't take part in alot age to the weapons of 

melee combat, it's best to stick with one level of Enchant rather than sinking many gour party members. 


ints into it. 


| the other hand, if you plan to use Enchant on a regular basis, it's definitely worth 
ding skill points. Invest 20 skill points into Enchant and you'll be able to imbue a 
apon with impressive fire damage for nearly 10 minutes. 
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[3 Fire Warr (LEVEL 18) 


This is a classic spell from the original Diablo. Fire Wall creates a barrier of flame tl 
inflicts a huge amount of damage on any enemies that venture into it. You can use t# 
skill for many purposes, including creating a defensive ‘grid’ of Fire Walls that r 


RD CN 


kl enemy must traverse in order to get at vour position. 

iS 

É You can also cast Fire Wall multiple times in rows so that 
Ë every square inch of a room is left burning, thus killing any- 
fÀ thing inside. Also, try standing in a doorway so that nothing & 
a can pass; then cast Fire Wall repeatedly in rows moving 


zE 


away from your position so that it's impossible for an enemy | 
to approach you without getting caught in the flames. 


Fire Wall is a powerful spell that lasts longer and grows — pire Wall is similar to Blaze 
wider with each level that it attains. It's highly recom- except that it inflicts conside 

ded ik p ì 8 …__ ably more damage. When chec 
mended that any Sorceress put as many points into Fire ing which Fire skill to devela 
Wall as possible. Note that at Level 10 Fire Wall causes put this one at the top of the i 
200 points of damage per second! (See Appendix for Mana 


Cost and Radius of Eífect.) 
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KE) METroR (LEVEL 24; MANA COST = 17) 

This spell summons a meteor to drop from the sky a short time after it is invoked, car 
ing massive fire damage and leaving a wide area of scattered flames. It can be used: 
enemies in other rooms, on groups, or anywhere vou have a line of sight. Meteor off 
takes the targeted monsters with it, and is often used to clear out rooms or areas whe 
the Sorceress would not want to venture without a preliminary Meteor strike. Mes 
Cost for this spell ranges between 17 and 36. 
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| Fire MASTERY (LEVEL 30) 


e Mastery is of critical importance because it increases the amount of damage caused 
all Sorceress fire spells. Putting just two extra skill points into Fire Mastery will boost 
damage bonus from 18 to 43 percent. When you factor that into spells like Fire Wall 
d Meteor, it means you'll be able to inflict massive damage on the enemy! 
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 Hypra (LEVEL 30) 


ure favorite among those who play as the Sorceress, the 
dra spell creates a multi-headed beast of flame that 
pots fire bolts at nearby enemies. It's great to use when & 
d must defend an area from advancing enemies while # 
vultaneously healing your character, dealing with inven- 
y, or simply avoiding combat. Hydras act as sentinels re Hydrd np Peat 
it stand guard and attack any enemy that comes within defensive sentinel. 

ir range. Although the damage they do is not substan- 

, a grid of five or six Hydras in a crossfire can handle 

st enemies. (See Appendix for Mana Costs.) 
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N LIGHTNING 

8 These spells allow the Sorceress to use lightning to destroy her enemies. They & 
» enable her to use the energy of lightning to engage in telekenesis and teleporting. [f 
A Fire and Cold, Lightning is an important form of elemental damage, so develop this ss 
ES tree in at least a limited way to take advantage of the damage it deals. 


3 Crarcep BoLr (LEVEL 1) 


This spell fires multiple, randomly moving bolts of electricity toward the target. En 
bolt does a small amount of electrical damage when it hits an enemy, with more b» 
(which do more damage) being released at higher levels. At level 20 you unleash» 
impressive 22 bolts, but the amount of damage that each bolt does is not substan: 
enough to make the kind of impact that's necessary later in the game. For this reas: 
Charged Bolt is best used early in the game—avoid spending skill points on it after 
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Since Charged Golt is a 
relatively inexpensive spell first Act. 
in terms of mana, it can be 
used lo ‘search out’ areas 
you cannot yet see. 
Sometimes it's a good 
idea to send a few 
Charged Bolts into a room 
or area that's off-screen, 
thus doing some prelini mmm 
nary damage to any ene- - 
mies that might be lurking AGBLS hut KO) 0 HES 
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| Sraric FieLp (LEVEL 6; MANA Cost = 9) 


Static Field is very powerful as an initial way to greet any 
group of enemies because it will cause each target in a 
radius around your Sorceress to lose one-third of its current 
hit points. This is especially helpful when you're in a group 
and are fighting a powerful enemy with a large number of hit 
points, because two hits with a Static Field will chop that 
foe's hit points in half. Each successive hit of Static Field 
causes the target to lose one-third of its current hit points, 
making it easy to damage your opponent, but less effective 
for ultimately killing them with this spell alone. 
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is is an incredibly powerful 

pell because it reduces the 

nemy's hit points by one- 

tird, no matter how strong 
your adversary is! 
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VEL 1 LEVEL 2 Level 3 


MAR Level 12 


LeVeL 13 


| TELEKINESIS (LEVEL 6) 


is skill allows the Sorceress to pick up items, open doors and crates, and attack mon- 
fs and players from a distance. The primary use for Telekinesis is for opening crates 
stashes from afar to avoid taking any hits or damage from a trap. Telekinesis is also 
y useful in combat—it is comparable to how the Paladin uses Smite. When cast on 

enemy, it will shove the target back, do damage to it, and stun it for a short 
riod of time! 
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IF you are so inclined, 
you can kill enemies with 
Static Field, but it takes 
numerous castings to get 
the enemy's health low 
enough. It's much better 
to use the spell a few times 
and then simply attack the 
enemy with your staff or 
wand when it is weakened, 
rather than _wasting 
precious mana. 


Telekinesis can be used to 
pick up objects on the 
other side of a grating or 
blocked passage, or to 
grab a valuable item 
before tt can be reached 
by anyone else. Âlso, you 
can use this spell to acti- 
vate a town portal from a 
distance—very effective 
when there is a pack of 
monsters between you 
and your only way out. 
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Whenever the enemies are 
stacked two or three 
deep, you should use 
Lightning to blow through 
them with raw electrical 
power. This is a spell that 
deserves its own hot key 
for easy access. 


Kes Nova (LEVEL 12) 


Nova is an awesome spell that generates an electrical shockwave that spreads out in 
directions around your Sorceress, causing substantial lightning damage to all targs 
within its range. It's a superb choice for the first two Acts of Diablo II, but it can't ca 
pete with the higher level monsters and their resistance to elemental damage later in 
game. For this reason, Nova is well worth investing in, but is not the only spell you we 
to develop. 
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Lightning sends out a bolt of pure electrical energy that goes right through all targs 
inflicting a healthy dose of damage to each one. As you approach level 20 in this sh 
the amount of damage being done is huge, and because it passes through one ene 
and onto the next, it offers an excellent means for attacking groups of enemies that: 
stacked in tight hallways or narrow canyons. 
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CHAIN LIGHTNING (LEVEL 18) 


ain Lightning sends out a streak of lightning that will \ 
ice and jump through several targets, doing damage to 
rything it hits along the way. As skill points are added to & 
ain Lightning, the amount of damage that its five hits ' 
ke grows. Remember that it will even bounce off of walls, SA EE EN 
gut it to good use when you're in a cramped dungeon! _— rn hm Bran 

spell for taking out large num- 


bers of enemies in a wide area 
of occupation. 
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 TELEPORT (LEVEL 18) 


eport instantly moves the Sorceress to the area you've targeted with your mouse. 
a very powerful spell that can get you out of trouble or transport you over vast 
anses in the blink of an eye, but it is not without its limitations. For example, you 
not teleport to any area that you would not otherwise be able to walk to, which in 
as like the Lost City leaves some ridges off limits. Still, when you're in trouble and 
taking a beating from some persistent monsters, you can often simply teleport to 
h ground or to the other side of a wall to get your Sorceress out of trouble. 
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É THUNDER STORM (LEVEL 24) 

This skill creates a thunderstorm that will periodically hit a nearby enemy with a bol 
lightning. It is much more powerful and effective when you've been able to put at 
skill points into it. The level 1 Thunder Storm has a minimum damage of 1, where 
level 2 has a minimum damage of 11, so just one skill point makes a 1100 percent » 
ference! 
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@ ENERGY SHIELD (LEVEL 24; MANA COST = 5) 


Energy Shield creates a defensive shield that's based on your mana supply. This shà 
absorbs some physical and all magic damage through mana instead of hit points, t 
extending your life considerably in hairy situations. You can add to your lifespans 
using the Energy Shield and then drinking both life and mana potions to keep your 
and Energy Shield topped off. Use this spell only when you have plenty of mana or 
in desperate need of extra ‘life’ since your mana will drain quickly as you take hits, les 
ing you with no way to employ other skills. 
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Ì LIGHTNING MASTERY (LEVEL 30) 


htning Mastery is a passive skill that reduces the mana cost of lightning spells with 
eh point that you put into the mastery. If you are going to develop the Lightning skill 
e, it is imperative that you invest skill points in Lightning Mastery because it will ulti- 
itely save you hundreds, or even thousands, of mana points over the course of an 
tire game. 
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is skill tree gives the Sorceress control over the realm of cold and ice. Cold is an 
portant element because it naturally slows enemies, but more than that it can some- 
ies freeze enemies and shatter them into tiny shards of ice that melt away. An enemy 
it's been destroyed in this manner cannot be resurrected. Like the other elemental 
mage spells, Cold is an important skill tree to invest in, even if it's in just a limited 


y. 


| Ice Bor (LEVEL 1; MANA Cos = 3) EK rip 


is is the base-level spell that not only inflicts cold damage on the target, but also Stowing your enemies with 


ws the enemy for a period of time. How much damage is inflieted and how long the eld is something that 
shouldn't be underestimat- & 


emy is slowed depends on how many skill points you've put into this spell. Invest at ed. This is an excetient spel 
st one skill point here because the slowing of enemies can be an important ability te have hot-heyed in the 


EE \ Nn . first two Acts of Olablo Il 8 
er in the game, and of course Ice Bolt is a prerequisite for Ice learning Blast and pecause it can delay a 


acial Spike. tough enemy tong enough 
for you to take them out 
or run away. 
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FROZEN ARMOR (LEVEL 1; MANA COST = 7) 


Frozen Armor is a long-lasting defensive spell that will improve your defensive ratië 
while freezing any enemy attacker that lands a hit on your character. The duration: 
Frozen Armor (two minutes at level 1, and almost six minutes at level 20) is the me 
bonus because you can simply invoke it and move on. It's most effective when ye 
Sorceress is involved in a great deal of melee fighting. 
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Frost Nova (LEVEL 6) 


Frost Nova generates an icy shockwave that spreads out in 
all directions around your Sorceress, freezing all targets it 
hits as it travels outward from your position. For this rea- 
son, the Frost Nova is an excellent skill to use when you W 
are in an area that's tightly packed with enemies. 


The Frost ‘Nova EE 
anything it hits. 


By putting just two extra skill points into Frost Nova, you 
can double the length of time that it slows enemies with cold 
and nearly double the damage it does. Put at least three skill 
points into Frost Nova for best use in Acts I and II. 
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Ice Brast (LEVEL 6) et 


is spell creates a bolt of ice that freezes and damages the enemy target. In short, it's Remember that a frozen 
ke es enemy can sometimes be 


hore powerful version of the Ice Bolt. It's unique quality is that it doesn't just slow smashed by taking another 
‚enemies, it freezes them for a short time while dealing significant damage. The Îce Blast or by taking a hit 
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ount of damage climbs quickly with just a few skill points invested. Augmenting Ice pon See eepon ne 
8 bonus of freezing and 


ist to level 3 will give you the power to freeze enemies for over three seconds and still then smashing your ene- 
more than 20 points of damage for a relatively small mana cost. mies mko Kp he 

ik their destroyed bodies 
cannot be resurrected by 


ANA COST magical enemies. 
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SHIVER ARMOR (LEVEL 12; MANA COST = 11; COLD LENGTH = 4 SECONDS) 


This is an armor that will not only cause damage to the enemy when they hit you, ! 
will also hit them with a cold blast that slows them for four seconds. The ‘offensh 
nature of Shiver Armor masks the fact that it also increases your defense rating wlf 
active, making it a ‘three-in-one’ tool that can hit, protect, and slow your enemies alf 
once. Shiver Armor is effective at level 1, so you don't necessarily have to put a lo 
skill points into it for it to be effective. Obviously, this is a spell that's best used wi 
your Sorceress is involved in melee combat situations. 
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GraciaL Spike (LEVEL 18) 


Glacial Spike is one of the most powerful cold spells in the 
game because it freezes a group of monsters rather than 
just one. Its damage is so substantial that enemies often 
simply smash into a hundred shards of ices and melt away Gij 
after they take a single hit. Glacial Spike is a must-have | 

5 : . . Rm _— ne en en 
skill that becomes considerably more powerful with just a Giaciat Sphikterscherslë EN 
few skill points. Use it against any group of enemies and es any group of enemies it U 
watch them all freeze or shatter with just a few shots. _ „ij be slowed by the colé 
Unfortunately, the radius of effect (2.6 yards) for Glacial 
Spike does not change when more skill points are added, 
but this is offset by the increased attack value and length 
of cold effect that the enemy must endure with each 
successive skill level. 
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Level 12 


Blizzard creates a massive hailstorm that damages all ene- Blizard is à great spell to 


- \ Á invoke multiple times in a 
mies caught beneath its fury with a cascade of icy may- specific area, giving your 


hem. More skill points in this skill means a longer duration enemies nowhere to run 
D from the icy wrath gou 

of effect and more damage done from each ice shard that 
5 Kan have summoned from 
falls from the sky. Needless to say, this is a show-stopper above. This technique of 


when you're facing a large group of tightly packed ene- blanketing the enemy with 


; : | î this spell can be continued 
mies. Blizzard also works well indoors, and is probably derekt bene. 


zzard is the most visually best used when you come across a room full of enemies have enough mana. 


i the cold skills, Aaskse B 
ie ori Tnt = trapped within an enclosed area. The Mana Cost of this 


dy it also a a massive spell ranges between 23 and 42 (see Appendix). 
punch. 
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Ie3 CririnG ARMOR (LEVEL 24; MANA COST = 17) 


Chilling Armor is another multipurpose spell that both attacks and defends. It offers 
an armor bonus while also launching an Ice Bolt at any enemies that hit you, thus dé 
aging and slowing your attacker. This spell is most useful when vou're alone facing B 
or four enemies at once. 
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FROZEN ORB (LEVEL 30; MANA Cost = 25) 


Frozen Orb is a verv powerful spell that serves multiple purposes. When cast, it se 
out a large orb of ice that flies out in a straight line while spinning out Ice Bolts ir 
directions. This is a great weapon for a narrow hallway where there's a lineup of « 
mies, but it is also of great use in places such as a Carver camp because the bolt? 
everywhere. It is an impressive display when vou can eliminate the Shaman ín a Ca 
Camp with the Frozen Orb (preventing him from resurrecting his minions) while the 
Bolts literally carve up the Carvers. 
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Corp MASTERY (LEVEL 30) 


ile Cold Mastery doesn't reduce the mana cost of your Cold spells, it does lower 
ir enemy's resistance to cold-based damage by a percentage. Just two extra skill 
nts nearly doubles the effectiveness of any of your damaging cold spells, so it's well 
rth the investment. 
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7 The Barbara 


fj Barbarian is usually a member of any of several tribes living on the fring 
of civilization. These tribes refuse the influence of those they see as soft a: 
weak, and the Barbarian is no different. Ceaseless clan warfare and the c 
stant struggle to survive in the hostile wilderness are reflected in 
Barbarian's sturdy and powerful frame. 


WN Perhaps lacking the sophistication of the other characters, the Barbarian | 
Â an acute awareness of his surroundings. Because of his shamanistic belier 
the animal powers with which he identifies, the Barbarian is sometimes as: 
à Ciated with stories of lycanthropy. In fact, he believes he can call up 
totemic animal spirits to infuse him with supernormal strengths and abilitt 
but these abilities only work to improve his already superb battle tactics. 
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BARBARIAN SKILLS 


The Barbarian is a pure fighter, and most of his skills augment these core abilities. ; 
three skill sets are Combat Skills, Combat Masteries, and Warcries. As with the ot: 
characters, the skills that are developed in each area will ultimately affect the ak! 
ties of the Barbarian as he progresses through Diablo II. 
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Out of the Masteries, the higher level weapons that the Barbarian is likely to find 
swords. Therefore, if you're looking to create an uber-barbarian, it is usually prudent 
put points into sword mastery. 


COMBAT 


This skill tree is the main attack skill tree of the Barbarian, and includes the critì 
skills of Bash and Leap Attack. Although the Barbarian's Masteries are very importe 
he'd be hard pressed to succeed without having at least a few of the skills in the Conn 
skill tree. 
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MP2 Basn (Lever 1; MANA COST = 2) 


This skill delivers a powerful smashing blow that knocks ij 
the target back, stuns it, and inflicts a substantial amount 
of damage. Bash not only adds additional damage, it also 
increases the damage and attack modifiers, thus giving $ 
you a powerful hit that knocks back the enemy and stuns ff 
it for a brief time. Bash is a skill that is great to use against ® 
monsters that are exceptionally tough, because it will get AE de 
them out of your way while providing a brief period of time Bash isa Glee Ts skill, but 


for you to attack again, run, or switch skills. can use it for effect through 
the entire game, 
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LraP (LEVEL 6; MANA COST = 2) 


haps the Barbarian's most versatile and important skill, Leap enables him to jump 
r obstacles. Leap not only moves you around the map nicely, but it enables you to do 
gs that other players cannot do. For example, you can leap over rivers or cut corners 
r areas that the other party members or monsters must walk around. With the Leap 
|, you can access places you otherwise couldn't such as in the Arcane Sanctuary, or 
it to escape a scary situation from which you normally couldn't run. 


course, to get the kind of distance that will really make a difference, you must put 
or seven skill points into this skill. As an added bonus, when you land after perform- 
a Leap there's a small amount of ‘knock-back’ that occurs against enemies. Although 
doesn't damage the enemies, it gives you a cushion of space when you land. 


ADIUS (YARDS) | 
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| DouBtE SwinG (LEVEL 6; MANA Cost = 2) 


s skill provides a quick double attack that enables you to use weapons held in both 
ids in the space of a single attack. For example, if you have an axe in one and a 
ard in the other, Double Swing quickly swings both weapons and causes damage 
h both. However, this isn't the only benefit of this skill. It also provides a bonus to 
r attack rating that makes each attack a little better. 
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In multiplayer action, you 
can often use Leap to 
reach an item before a Hf 
party member. This is just 
one of the advantages of 
being a Barbarian. Î en | 
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Oftentimes, it's a good idea to make Double Swing your standard attack for your 
mouse button. Therefore, each time you attack, you're performing a Double Swing; 
getting the attack rating modifier. This will enable you to cause more damage faster, pi 
it's a great technique to use throughout the game. 


Ik + 


Re TE 


en 
' 


The drawback to using Double Swing is that it costs two mana each time it is used. J 
skill is best used when you have a mana recharge item or if have additional ms 
potions to keep up your mana reserve. 
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Srun (LEVEL 12; MANA CoST = 2) 

This skill not only stuns the enemy that you're attacking, it also increases the att 
rating for that attack. Similar to skills like Bash and Smite, Stun is great for keeping 
enemy stunned and unable to retaliate against your attacks. 


If you consistently use Stun against an enemy, your foe won't be able to respond to y 
attacks because it will be perpetually stunned until its death. When you put a few 
points into Stun, the duration of the stun increases so that you can have more time 
between attacks. This provides more time to choose how to finish off the enemy, att 
another enemy, or run if you need to. 
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PW DougLe THROW (LEVEL 12; MANA COST = 2) 


Like Double Swing, Double Throw simply allows you to quickly throw two wear: 
(one from each hand). In addition, it increases the attack rating of each thre 
weapon. The importance of the attack rating increase cannot be overstated. £# 
adding just a few skill points to Double Throw, the attack improves by 50 percent! 
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LrAP ATTACK (LEVEL 18; MANA COST = 9) 

s is a skill that allows you to leap onto a target and then immediately attack. The 
p Attack is a very powerful attack because you cannot be hit while you're in the act 
zaping. After adding just a few skill points, you can leap about 10 yards and increase 
damage inflicted by nearly 200 percent. Many Blizzard employees use Leap Attack 
ump in and out of melee fighting so as to avoid taking hits while still causing sub- 
tial damage. 
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B Leap Attack is also useful because you can leap further at 
R level 1 than with the standard Leap skill at the same level, 
$ and can use it to leap from place to place, regardless of the 
W presence of enemies. For example, there are enemies in 
N the Arcane Sanctuary on nearby platforms that attack 
N you. In this case, you can simply Leap Attack over and 
take out the enemies rather than looking for the proper 
teleporter usually required to transport you to the action. 


t skill—use it for attacks or 
getting around! 
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CONCENTRATE (LEVEL 18; MANA CoST = 2) 


th this skill, your attack can be uninterrupted, which for the Barbarian can be criti- 
‚ When surrounded by enemies, having your attack interrupted by being hit is a com- 
n occurrence. However, when using Concentrate, your attack will finish regardless 
any damage you take. 


hcentrate is also a handy skill because it improves your attack and defense rating 
ile you're attacking the enemy. It's nice to have at least one point in this skill just in 
e you get surrounded by a pack of creatures. 
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B fighting lots of enemies, 
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The only downside to 
Double Throw is that you 
must have weapons that 
you can throw. When 


you need plenty of throw- 
ing weapons at your dis- 
posal. If not, you'll run out 
of weapons and be left 
without a weapon with 
which to fight. 
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LeVeL 11 Level 12 Level 13 LEVEL 19 


{_ ATTACK MODIFIER (+%) 
LEVaL) Level? Levers 


Vas FRENZY (LEVEL 24; MANA CoST = 2) 
When this skill is invoked, a successful hit increases the attack speed and velocity 
each successive hit. After placing a few points into this skill, the duration of acti 
long enough that you can deliver many consecutive, faster, and more powerful, 
because Frenzy also increases your attack rating. 


. 


This skill is considerably more powerful after adding six or seven skill points into it 
even then it's most effective against enemies that require several hits to kill. For exam 
if you use Frenzy on an enemy that requires only one or two hits to kill, then the cuê 
lative effects of Frenzy will be lost. Therefore, Frenzy is best used against tougher ener: 
that require many hits to take down and is not as useful against run-of-the-mill fodde 
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2 WairrwinD (LEVEL 30) 


As the folks at Blizzard like to say, “Think Tasmanian # | 
Devil.” With this skill, your Barbarian’s weapons actually 
go into a ‘whirlwind’ and hack away at anything in the 
path. It's important to note that in the first few levels it 
actually penalizes you by decreasing the damage it causes. 
However, after you get past Level 4, Whirlwind not only  vonirnwin nn is a skilt 8 
increases the damage you inflict (substantially), but it also been likened to watchin: 

’ the Tasmanian Devil o. 
increases the attack rating as well. cartoon fame, 
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eat tactic for Whirlwind is to click on an area behind a group of enemies and have 
r Barbarian clear a path as he chops them into little pieces. 
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BERSERK (LEVEL 30; MANA COST = 5) 

s is a powerful skill that makes your Barbarian go berserk. You attack with a greater 
ck rating and a greater magical damage rating. You must remember that when you 
points into this skill and receive the huge attack bonuses, its duration actually goes 
jn rather than up. This is because the effect of the skill is so great that any duration 
ger than 1.5 seconds at higher levels would make the skill too powerful. 
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Derek Simmons, Senior QÂ 
Önalyst at Blizzard, sug- 
gests that you save skill 
points that you have ear- 
marked for Masteries until 
you find a weapon that 
you'll want to keep and 
use throughout the game. 
Usually around Act Il, you 
will have found a few 
desirable weapons, and 
one is probably a favorite. 
When you've decided on 
the class of weapon you 
are going to keep, you 
can put your points into 
that Mastery so that you 
can best use the great 
weapon you've found! 
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COMBAT MASTERIES 


A Barbarian who's mastered the six arts (mace, axe, sword, pole arm, throwing, & 
spear) is be a force to be reckoned with. Unfortunately, putting many points into al 
the Masteries is not feasible, so the best thing to do is choose a Mastery and run \ 
it. Oftentimes, gamers will wait and hold onto skill points until they pick up a weaf 
that they like, and then put the skill points into the area that matches that weapon! 
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MASTERIES (ALL AVAILABLE AT LEVEL 1) 


This set of skills adds to the damage inflicted by the class of weapons that you've 
the skill points into. The masteries include Sword, Axe, Mace, Pole Arm, Throwing, & 
Spear. When points are added to these skills, the damage inflicted by the impro 
weapon class increases dramatically. For example, if you want to use swords throu 
out the game, then Sword Mastery is the skill to put your skill points into. 


The player that puts points into the Masteries will always be mare successful than: 
player that puts their points into other Barbarian skills exclusively. The reason 
Masteries are so powerful is that they dramatically improve the performance of gro 
of weapons. Therefore, no matter which weapon in that class you're using, you'll alwe 
have the benefit of the Mastery. 


If a Barbarian invests heavily in Axe Mastery, the benefits of the Mastery will alwayss 
there, no matter which axe he uses as he passes through the game. No casting 
required to utilize Masteries. You only need the kind of weapon that will benefit frt 
the Mastery into which you've put your points. | 
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LEVEL 11 LEVEL 12 Level 13 Level 4 LEVEL 17 


[7] INCRFASED STAMINA (LEVEL 12) 
While this skill simply improves your stamina, just a few skill points gives you a sta 
na bonus of 60 percent! The catch is whether or not you're the kind of player that net 
to have increased stamina. For example, if you rarely run, then there isn't much neee 
put skill points into this skill. Likewise, if you occasionally run but often find yours 

with Stamina Potions that you don’t use, then it's probably not a good idea to wall 
point in Increased Stamina. 


However, if you constantly run to move, attack, or get away from the enemy, then bw 
ing a higher level of Stamina will be important to you. Obviously, you'll want to ins 
a skill point or two into Increased Stamina to lower your dependence on resting or ' 
lecting and drinking Stamina Potions. 
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9 Iron Skin is a skill that improves your overall defense rating. With a few points adé 
bis to it, this skill becomes very powerful because the Barbarian often has a high defer 
5) rating since his strength allows him to wear massive armor. 

5 Iron Skin modifies the defense rating by a percentage. So, if you put in eight skill poir 
4 your Barbarian’s defense rating will double, which is an impressive boost to a w 
R important statistic. For example, if your Barbarian has a defense rating of 200, & 
5 you’ve put eight skill points into Iron Skin, then your Barbarian will have a defense. 
5) Re of 400. 
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INCREASED SPEED (LEVEL 24) 


5 skill increases the speed at which the Barbarian walks 
runs. Having the ability to walk and run faster has | 
or implications in Diablo II. If you can walk faster, then 8 
don’t have to rely on Run to escape from certain enc- & 
‚thus sparing your Stamina. Likewise, if you can run ® 
er, you can escape from fast enemies that you would \ 
have been able to previously elude. Even in the first & 


ple of levels, it's well worth adding a point or two into 

skill make running away from, 

p or catching up to, enemies 
much easier. 


4 ., 
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LEVEL 12 LevaL 13 LEVEL 14 LeVeL 16 


NATURAL RESISTANCE (LEVEL 30) 


he higher levels of Diablo Il, one of the main dangers to your character comes from 
gical attacks (fire, cold, poison, and electrical). Natural Resistance is a skill that 
feases your resistance to these attacks, thus making your Barbarian considerably 
; vulnerable at higher levels. 


benefit you receive from putting skill points into this skill may seem small; howev- 
even a 12 percent protection from a magical attack can mean the difference between 
and death. 
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3 skills in this area are great tools for the Barbarian at any time. However, many of 
m, like Taunt and Battle Command, really shine when used in a multiplayer team 
ation. 
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Battle Command, for example, gives each party member who’s close to you an € 
skill point in every skill they have for a brief period of time. The first skill in this sé 
Howl, which forces the enemies to run away from your position. This skill is hé 


whether you're in the Blood Moor of Act I or the deepest recesses of Hell. 


P@ How (Lever 1; MANA COST = 4) 


This skill frightens monsters into retreating from your posi- | 
tion. Howl works within a specific radius around your | 


You can use Howl to make ‚ , 
à group of enemies more Character which you can see when Howl is used. Upon { 


manageable. For example. using this skill, enemies will run for a set distance or a set & 


if a pack of monsters runs n $ à IN 
B oee of time, depending on how many skill points have AA 
sheet 


Howl and send the first been put into Howl. This skill works just as well in Act IV ess 


row of enemies away —s it does in Act I, so it's valuable to use at any time dur- 
leaving only those that d 


Howl is a very handy skw 
that will send your enemù 
weren't affected by Howl ing the game. running! 

to fight you. This can 
reduce the number of BAM AVD DI GEO 0 VEA DID) 


enemies you must face at 


once, thus making your 
À 6 
task easier. wer 
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Ke) Fivp Porton (LEVEL 1; MANA COST = 2) 


With this skill, there's a chance that you may find a potion on a dead body. The pos 
vou find is generated randomly, but the most common potions are Health Potiom: 
Mana Potions. 


Bd 
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As a rule, this skill doesn't need more than one or two skill points added to it. Even * 
a 15 percent chance of getting a Health Potion, this usually creates enough potions 
your Barbarian won't have to worry about buying potions in town. This is a great skill 
multiplayer action as well, because you can search the bodies of the dead and turrr 
Health Potions for your party members that may be in need of healing. 
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TAUNT (LEVEL 6; MANA Cost = 3) 


skill taunts a monster to approach and fight. Although this may not seem like a 
you'd use often (because enemies come to you anyway), there are uses for this skill 
will help your Barbarian in single and multiplayer mode. 


ngle-player combat, you can use Taunt to bring ranged-weapon enemies directly to 
rather than having to run them down yourself. Also, you can bring enemies out of 
om where they may be lurking (for example, when you want to pull minions away 
their controller, such as the Countess in the Tower). Lastly, vou can use Taunt in 
iplayer mode to pull an enemy off a party member that's taking a beating, thus 
ing them from death in certain situations. 
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SHOUT (LEVEL 6; MANA COST = 6) 


ut is a skill that dramatically increases the defense rating of your Barbarian and any 
s. Even a level 1 Shout skill adds 100 to your defense bonus for 16 seconds. When 
ing multiplayer, this skill will attach to any ally that's close enough to you, so they 
also enjoy the greatly enhanced defense rating. This skill is excellent to use just 
re you move into a heavy melee battle. 
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It should be noted that 
Taunt also decreases the 
attack and defense rating 
of the enemy so it has 


value 


beyond simply 


drawing enemies toward 


you. 
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WN Finp Irem (Lever 12; MANA Cost = 7) 


Like Find Potion, this skill increases the chance to find an item. The item you fim 
randomly generated, but it could range from gold to weapons and everything 
between. 


Using Find Item is a great way to gain wealth for the Barbarian. Simply use Find] 
to scour every corpse you come across, and then sell the results of your searche 
town. 
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FP Barrrecry (LEVEL 18; MANA COST = 4) 

Battlecry reduces the defense rating of enemies within the radius of effect of this « 
The result is a dramatic reduction in the enemy's ability to cause damage and de* 
itself; and an enemy that can't defend itself or fight back well is exactly what you v 
in melee combat. 
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This skill is best used when fighting in tight quarters or against several enemies tha: 
in close proximity. The duration of this skill is the most important part of Battlt 
especially when you're facing tough monsters that may take more than a minute to: 
To increase the duration of this skill, just add more skill points. 
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BATTLE ORDERS (LEVEL 24; MANA COST = 7) 


5 Skill is especially powerful in multiplayer situations because it gives you and your 
y boosts in Life, Stamina, and mana for a relatively small mana cost. The downside 
battle Orders is that it costs one-third of your hit points to invoke! You should use 
le Orders only when it can benefit your party in multi- En | 
Jer, or when you have a life-stealing piece of equipment 
‚ will compensate for the lost you as you attack. 


Ei 


ze the Barbarian can use Find Potion to scrounge up 
ling potions, you may want to use the extra potions you 
to counteract the life lost when vou use this skill. On 
upside, the benefits this skill bestows on you and your Se : 
y are very worthwhile, and the more points you put „Bate Or der eh pn 
‚this skill, the longer the effects will last. vour nearby party members. 
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GrIM WARD (LEVEL 24; MANA COST = 4; DURATION = 40 SEC.) 


s Skill turns a fallen enemy into a gruesome totem that frightens away enemies and 
vents them from coming near the area where the ward stands. When you use Grim 
td, the enemies will not pass the area near the ward until it disappears, thus giving 

extra time to regroup or create a town portal. It is especially effective when vou 
d to run from enemies and there are bodies in your path. 
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F3 Warcry (LEVEL 30) 


This is a powerful and useful skill that damages and stuns nearby monsters. E 
amount of damage and the length of the stun effect is limited by the number of sh 
points in the skill. However, even at level 1, Warcry packs a substantial punch. # 


The stun effect from Warery should provide ample time to prepare another attack wil 
the enemy recovers from the effect. It costs between 17 and 36 mana points to & 
Warery, but in the right situations it's a skill that's worth having. Use Warcry to sk 
down the pace of a frenzied battle by stunning or killing all the enemies near you. 
{_MANA COST 
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LavaL ni LEVEL 12 LEVEL 13 LEVEL 16 
3 


PA BArrLE COMMAND (LEVEL 30) 
This is a very powerfu and, important skill for use with a party in multiplayer gam: 
Battle Command increases all of your skills (and those of nearby allies) by one les 
This means that each party member that was within the radius of your Battle Comma 
when it was cast has an additional level of each skill they have, regardless of the t: 
of character they are. 


In a tough battle against formidable opponents, this skill can turn the tide in y 
party's favor. As you add skill points to Battle Command, you receive only one ben: 
time. The more points vou add, the longer the duration of this skill’s effect. Having? 
ability to fight for 30 seconds with a higher skill level for a party of six players amok 
to a huge advantage. 
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he quest walkthroughs supplied here are meant as skele- 
tal guides to help you to find your way and complete 
each of the quests. Because the distances that you must 
travel in Diablo II, the random nature of many of the maps, and 
the randomness of monsters, items, and shrines, it would be 
very cumbersome and ineffective to provide a detailed walk- 
through. Instead, this section is designed to give you the high 
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points and keep you going in the right direction. Also, when- 
ever there is a monster that's in the same place every time the 
game is played (Unique Monsters), we mention them so that 
gou know what to expect when you get there. 


The other aspect of Diablo Il that affects this chapter is the vari- 
ance within each character's skill classes. The number of possi- Eje 
ble strengths and weaknesses for an individual character may 
have is enormous, making it impossible to give specific advice 
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about fighting individual battles. Rather than discussing that 


Aen 


strategy here, the detailed information about how to use each 
skill is covered in the Chapter 2: The Characters. We recommend 
that you review the tactics for each skill you chose to develop 
for your character class before using them in your quests. 
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OGUE ENCAMPMENT 


€ non-player characters or NPCs in the Rogue Encampment play important roles in 
ar efforts to complete Act 1. Here is a list that points out each character's role in terms 
buying, selling, identifying, and repairing items. Knowing just who to go to can save 
je when you're in a rush to buy a particular item or heal your aching wounds. Keep 
mind that any NPC who sells items will buy any type of saleable item from you. 


Warriv: A caravan master who is involved in the first two acts and helps to 
advance Diablo II's story. He stands near Your Private Stash in the Rogue 
Encampment. 


_ Charsi: A blacksmith” who repairs, buys, and sells Weapons, Armor, and 
_ Arrows/Bolts. Charsi seems to have an affinity for Barbarians. 


" Akara: Not only is Akara important for some of the quests, she also fully replen- 
ishes your health and mana when you talk to her. This spiritual guide of the 
Rogues buys and sells Scrolls, Tomes, Potions, Wands, Staffs, and Scepters. 


Kasha: The leader of the Rogues is willing to hire some of her warriors out to aid 
__you in your quests. 


L_Deckard Cain: Your guide from the original Diablo, he is available to assist you 
after you complete the Cairn Stones quest. Apart from sagely advice and informa- 
tion, Cain will identify items free of charge for the rest of the game. 


Gheed: A slick salesman who deals in Armor, Weapons, Magic Items, and Keys. 
You can also Gamble on his unidentified magical wares and possibly gain Rare, 
Unique, or even Set Piece items. 


ERCENARIES 


srcenary names and attributes are randomly assigned at the beginning of the game, 
it's not possible for this book to list which of the mercenaries will match up with a 
iticular set of stats. Therefore, we supply the important information about the range 
abilities a group of mercenaries will have so that you can decide whether it's worth 
lling out the gold for their services or not. The mercenaries in the Rogue 
Campment can be hired from Kasha, and will have attributes that are within the 
lowing ranges: 


Level: 3-10 Life: 30-60 
Gold (cost): 150-490 Defense: 15-45 
Damage: 1-3 or 2-4 Special Attack: 


None/Cold Arrow/Fire Arrow 
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QursT: DEN OF EvIL 
As you would expect from the first quest of the game, this one begins near the Rog 
Encampment in the Blood Moor and is meant to help you cut your teeth and get af 
for your character. Before you begin this quest, move around the Blood Moor and fi 
until you gain a level. This will earn you a skill point and some more attribute points 
improve your character. Akara will now give this speech to begin your first quest: 


| “There is a place of great evil in the wilderness. Rashya's rogue scouts have inform: 
me that a cave nearby, is filled with shadowy creatures and horrors from beyond U 
grave. 


| fear that these creatures are massing for an attack against our encampment. IF y 
are sincere about helping us, find the dark labyrinth and destroy the foul beasts. 
the Great He watch over pen 


Move through the Blood Moor and keep an eye out for a 
cavern entrance. When you discover the entrance, you 
can descend into the Den of Evil. 


SR The Den of Evil consists of 
\ only one level, and the com- 
Î pletion of the quest requires GEN 
S you to clear it of all monsters. pescend into ERE Dentof® Ev 
| The Quest log (which can be looks 
\ accessed by pressing the let- 

5 Ì ter ‘Q!) will inform you of your progress. Toward the en: 


The Den of Evil is a one-level_ the quest, it will tell you just how many enemies rem 
cavern that must be cleared of f 
all monsters. or you to destroy. 


As you work your way through the Den of Evil, you will € 
meet one Unique monster by the name of Corpse Fire # 
whose sir attack GS pkehal Hit) does massive damage. 
ì When the all of the enemies & Jos 
have been defeated, you will & 
have completed the quest. At NM 
this point, you can visit Akara Mn en, 
} who will give you a rare extra You will meet one Unique r 
Skill Point to put into one of stern Hi Ene 
your character’s skills. 


When the quest is complete, 
the sun will shine into the 
Den of Evil. 
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UEST: SISTERS’ BURIAL GROUNDS 


Ss quest is triggered by either talking to Kasha after completing the Den of Evil quest or 
stumbling across the Cemetery. When it's over, Kasha will then offer you the option to 
2 Rogue mercenaries from her. 

“My Rogue scouts have reported an abomination in the Monastery graveyard! 
er Apparently, Andarial is not content on taking only our living. Blood Raven, one of our 
finest captains in the battle against Diablo at Tristram, was also one of the first to be 
SHYA corrupted by Öndariel. Now you'll find her in the Monastery graveyard raising our 

| dead as zombies! We cannot abide this defilement! If you are truly our ally gou will 

help us destroy her.” 


s battle to kill Blood Raven occurs in the Burial GS 
punds, located off the Cold Plains. Fight your way & Ne 
pugh the Cold Plains, gaining experience and money $ 
ne the way—an extra level of experience never hurts &g 
en facing an adversary like Blood Raven. | 


CR When vou enter the Burial 8 IS 

j Grounds you'll encounter a You PE rss the Cold Plains 
N multitude of undead mon- te reach the Burial Grounds. 
à sters. Kill off all of the enemies you see and work vour way 
N toward the Cemetery in the central area. 


5 Eventually you'll see Blood € 
Raven. She's fast and raises | 


src will E Bio’ &. Head 
deal with as you approach new zombies straight out of N 


SN Don't follow Blood Raven 
| in a straight line because 
B shell turn and shoot 
BN quickly, and most certain- 
ly hit you if gou're right 
ks behind her. 


the Cemetery. ĳ 5 
e Cemetery. the ground to fight for her 8 


ise! Blood Raven fights with a bow and likes to run # 
ay if she takes any hits. Because she's so fast, vou'll ® 
sd to run to catch up to her. It's also important to hef Ne 
tember that Blood Raven does fire damage with fire Blood te will eo up a 
ows, so she's one tough customer. good et: 


Jou're a character class that can fight hand-to-hand battles, it's best to pin Blood 
ven in a corner to fight her; otherwise, she'll repeatedly run away, and then fire 
ows at you when she stops. Her ‘run and shoot’ approach can result in you taking a 
of damage without hitting her much. 
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When Blood Raven is dead, descend into the Crypt and 
Mausoleum—there's some great loot and cool items in 
these areas. Both the Crypt and Mausoleum are designed WN 
to raise your character's level and give them wealth, so it 3 
could hurt you not to explore these areas. 
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B The Mausoleum and Crypt & en 

5 K are not cakewalks, however, When Blood Ravéri-dil 
\ so expect to see a couple _ shell often drop a magië 

N e 8 item or two! 

t Unique monsters (which are 

} random) and plenty of other 

N beasts when you venture to 

W these areas. 


When using an Amazon 
against Blood Raven, 
attack by throwing 
javelins. This is a wise tac- 
tic because it provides 
your best chance to do a 
lot of damage from a dis- 
tance. Âs a Necromancer, 
Amplify Oamage is a key 
spell to use on her. When 
youre a Barbarian, Bash 
can knock Blood Raven 


of ber ijt QUEST: THE CAIRN STONES 


Your character should be between level 6 and 8 to approach The Cairn Stones qu 
This quest is enabled either by completing the Blood Raven quest or discovering, 
Tree of Inifuss. Once the quest is enabled, you must talk to Akara, at which time st 
tell you to get the scroll from the Tree of Inifuss (unless you've already been there) 


both worth exploring to boost 
vour experience and wealth. 
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“Itis clear that we are facing an Evil difficult to comprehend, let alone combat. The 
is only one Horadrim Sage, schooled in the most arcane history and lore, who cor 
help us. his name is Deckard Cain. You must travel to Tristram. | pray that he still live 
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The Tree of Inifuss is in the Dark Wood. To get there, you must enter the Stony H 
and find the Underground Passageway. 


You will face plenty of enemies In the Underground & 
Passageway, so be ready to fight. When you exit, you'll be # 
in the Dark Wood. Here, you must explore and attempt to _& 
find the Tree of Inifuss. Once again, your task is seriously Ù 
challenged by a host of monsters. Ô 


The Un erground assage 
is found in the Stony Fielc 
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be the side of a cliff. 
Í ’ 
ak 
2 


% 


r 

’ 

Ì nen en te en a mn ee me re en ge ne OS ee en ne en 
N …/ 


- 


CHAPTER 3: THE @PuersTs ld Br 


- 


ven you reach the Tree of Inifuss, you must tight a & 
ique Gargantuan Beast that is extremely strong and R | 
, as well as his minions. Once they are disposed of, you \ 
click on the tree to get the Bark Scroll, then use a Town $ 
tal or Waypoint to get back to the Rogue Encampment & 
Akara's help in deciphering your new-found artifact. k 
ce the Scroll has been deciphered, you'll be able to visit 


Cairn Stones and open the Portal to Tristram. A unigt Gargantuan Beast, 
Treeheud Woodfist. guards the 


Iree of Luifuss. 


A fight against Rakanishu and his minions awaits you at 
8 the Cairn Stones. Once he's dead, touch the stones in the 
N order written on the scroll by right-clicking its image in 
as Your inventory to open a red portal that transports you to 
IN Tristram. 


IK TP emd 


You cats run to Tristramn, hot 
the cage Cain is mm, then 
runs out quickiy and gel 
out; but if you do this, you 
will miss a lot of monsters 
and you wont get Wart's 
leg. While this may vr 
may not be of any srynifi- 
cance. it's not within the 
scope of this book to nulk 


j Tristram is swarming with 


he Cairn Stones are inthe enemies. Release Deckard 

ony Field. They're guurded Cain from his prison in the 

by Rakanishu, a Unique ‚ ; 

monster that's Lightning middle of Tristram to open a 

Enchanted and returns 5 5 

BERDE AN Sery time Portal back to the Rogue 
you hit him. Encampment. 


After Cain is released you can TE 

, Bent When the stones ure touched Kafi 

fight Griswold—a Unique in the correct order. u portal to e aal ne Ens ad 
' 5 results might be moving. 

monster who's cursed. (hade Pz il i 

Griswold puts up a tough fight, but he’s relatively slow— 

a ranged attack should take him out fairly easily. 


a In the far (left) side of 
leasing el ii pers this Tristram you'll see Wirt. Pick # 
st, but there's more to do in up his leg, which can-ät the N 
istram thun releusing Cuin. ba 
very least be used as ag 
weapon and may have other } 
uses (hint, hint!). When you & 
take Wirt's leg, his corpse will SSS rts 
spew out all that gold he Griswold is cursed und wilt 
. | ‚ ieht vou to the death. 
bilked you out of in the first Khad 
game like a slot machine giving up a jackpot! 


Return to the Rogue Encampment and Deckard Cain will 


ke Wirt's Nek d and cbiTtet all : ‚ 
f the money he dishes out. _ thank you. From this puint forward he'll identify items for 


free. 
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QUEST: THE FORGOTTEN TOWER 


Finding the Moldy Tome in the Stony Field activates this quest. Your character she 
be between levels 6-9 character to undertake this quest. When you read the Tome ye 
learn this: 


| “And so it came to pass that the Countess, who once bathed in the rejuvena 
ee blood of a hundred virgins, was burned alive. And her castle in which so many cr 
deeds took place fell rapidly to ruin. Rising over the buried dungeons in that godrfé 
TOME saken wilderness, a solitary tower, like some monument to Evil, is all that remains. 


The Countess's fortune was believed to be divided among the clergy, although so 
say that more remains unfound, still buried alongside the rotting skulls that bear m 
witness to the inhumanity of the human creature.” 


The Forgotten Tower is in the Black Marsh, which can be & 
reached by traveling through the Dark Wood. Needless to ff 
say, there will be all kinds of monsters getting in your way N 
as you move through these areas, so keep a Town Portal a 
scroll on hand at all times, and remember to activate any Ke 
waypoints you come across on your travels. 


DE) Te) ED) GENE B 


= 4 When you reach the You must find fhis book in 
t nt Forgotten Tower aan 
realize that the tower has 
s been razed and the real adventure lies underground. Ei 
\ and be prepared to hack through five levels before 
N reach the Countess (the boss for this quest). Each leve 
Rn =S the Forgotten Tower has at least one Unique monste: 
As vou travel through t the Champion group that you must face. These monsterse 
Dark Wood and the Black Í 4 m í 
Marsh, yowll face alot of generated randomly so we cant tell you for sure w 
opposition, so be prepared you'll face, but it's safe to say that these five Tower ler 


ht. 
he will keep you busy. 


| 


ES 


There are a few things you need to know about the A 
Countess before you meet her. First, she's Fire Enchanted, 
so she's capable of dealing fire damage. Specifically, the & 
Countess likes to conjure up Fire Walls in your way, so be #& 
prepared to do some fancy footwork to avoid the flames. 


You may face a zee o 

Champions or a Unique m 

ster on every level of the 
Forgotten Tower. 
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\ Formidable minions also & 
N guard the Countess, and it's 
R important to take them out 
a first or you'll never be able to 5 
& successfully fight her. The | 
\ Barbarian’s Taunt skill is 8 
B excellent for this situation M 
because the Countess won't 
leave the room she's in, 
wing you to use Taunt to pull her minions out one at a 

> and kill them individually. After her servants are out 
ae way, move in and fight the Countess one-on-one. 


Once the Countess has been 
defeated, you'll discover all the 
riches to be had! 


formidable foe. 


UEST: TOOLS OF THE TRADE 


3 quest is enabled after completing the Forgotten Tower quest and having a conver- 
on with Charsi. Upon completion Charsi will imbue one of your items with magical 
perties, making this a significant accomplishment in your on-going adventure. To 
in this quest you should be around level 10 before you talk to Charsi. 


ain, El om KS re 


“When | fled the Monastery, | left behind my Horadric Malus, an enchanted 
smithing hammer. If you can retrieve it for me, | will use its magic to strengthen your 
equipment.” 


must now visit the Outer Cloister (be sure to hit the 
ypoint marker there). Follow this path to get there: 
ve from the Dark Wood to the Black Marsh to the 
zoe Highlands to the Monastery. This is a long and & 
uous journey that will require you to be victorious in & 
ty battles. 


Sn Es 

You'll have many battles to 

fight as you move toward the 
Outer Cloister. 


ER Eventually, you'll work your 
N way into the Barracks. As you 
N fight through, you'll notice a 
s small image on your map that looks like a hammer—this 
is where the Malus (and The Smith) are located. 


sj The Smith is a Unique monster that's extra strong. There's 
a Devilkin and his minions in with The Smith, as well, so 
take them out before you go toe to toe with this beast. 


Barracks will provide 

monsters for vou to fight 

ore vou actually meet up 
with The Smith. 
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# you can endure the flames 


The Fire Walls used by the 
Countess are to be reck- 
oned with. If you have an 
item that reduces the f 
effect of an enemy's magic 
or some fire resistance, 


without taking much dam- 
age. 


In Multiplayer. every player 
that is in the party of the 
character that returns the 
Malus to Charsi gets the 
reward, so make sure you 
are grouped before com- 
pleting the quest! 
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ERE 


There are two important 
things to know about 
Charsi imbuing items. First, 
she does this only once in 
the game. so choose your 
item carefulhy Secondhy, if 
you imbue things like 
gloves or belts [items not 
normally chosen to be 
imbued|. you can often 
acqrire good attributes 
such as increased statistics 
or health regeneration. 
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When you've finished off The f 
Smith, grab the Malus and 
return it to Charsi; she'll 
imbiie something for vou. à 
\ Charsi can imbue any non- 
N magical, non-thrown, non- 
| sacketed. non-jewelry item, 
making it a rare item in the 
process by granting it 3-5 
magical attributes. Many 
players hold off on imbuing an item until they find a f 
ticular weapon or piece of armor that's especially ga 
They then journey back to Charsi to get their rare item 


bd en 


4: er’ 


You get only once chance 
to imbue an item, so chaas 
carefully. 


The Smith is a powerful 
enemy, but vau should be able 
to handle him if vou take his 
minions aut first. Keeping vour 
distance and using ranged 
attacks is always a good idea. 


QUEST: SISTERS TO THE SLAUGHTER 


This is the last quest of Act I, and is given to you by Deckard Cain. When you facet 
quest, your character should be between level 12 and 16. After you've completed 
five other quests of Act I, talk to Cain in the Rogue Encampment and he'll give yout 
quest while passing along some words of wisdom. 


“It is certain that we face the demon queen Ôndariel, who has corrupted the rog: 
sisterhood and defiled their ancestral monastery. This does not bode well for us, r 
friend. 


Ancient Horadric texts record that Anderial and the other lesser evils once overthre 
the three prime evils—Diablo, Mephisto, and Baal—banishing them from Hell to c 
world. 


Here, they caused mankind untold anguish and suffering before they were fina 
bound within the Soulstones. 


Ôndariel's presence here could mean that the forces of Hell are once again aligm 
behind Diablo and his brothers. If this is true, then | fear for us all. You must kill H 
before the Monastery becomes a permanent outpost of Hell and the way east ke 
forever.” 
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To reach your destination, you must travel to the Barracks, down three levels of the_ 
onward to the Inner Cloister, then to the Cathedral, and finally into the Catacombs. 4 
battles in the Jail will be difficult. Often you'll take damage from enemies behind bai 
you cannot immediately reach them, but they can still use ranged weapons against \: 
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\ After passing through the three Jail levels, you'll find your- 
B self in the Inner Cloister where you'll face a Unique Spike 
\ Fiend by the name of Flame Spike the Crawler. Eliminate 
the creature and then proceed to the Cathedral. 


\ Fight your way through the & 
N Cathedral to the Catacombs 
entrance, then descend and 
get ready for a rough ride. 
re are plenty of randomly generated Unique and 
ampion monsters to face in the Catacombs, so be sure 
ait the Waypoint marker on level 2—you'll probably 
d to use it. 


Jail ca can be a diffi fend place 
to fight. 


Expekt to fight a ntgde Spike 
Fiend named Flame Spike the 
Crawler in the Inner Claister. 


ES There's a small room in the Catacombs level 4. Clear it and 


HN the surrounding area, then open the double doors to face 
\ Andariel. Andariel is tough, 
S scary, and a vicious oppo- 
j nent. In addition to her other & 
attacks, she throws out a lot 
of poison, so anything you & 
have that can give you poison | 
resistance will help consider- & 
ably. Some items have Poison & 
sistance, and the Paladin's Cleansing Aura is excellent— 
ill help everyone in your party in Multiplayer. 
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The Câtacordhs are full 
pf Unique and Champion 
monsters. 


Andariel is a RN) crea- 
ture, but you can defeat her! 
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Take a Mercenary or 
Golem [if youre a 
Necromancer) down with 
you to use as a decoy 
when you face Ondariel, 
then use a bow or some 
other ranged weapon to 
hit Andariel while she 
attacks your sidekick. 
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Act II: The Secret of the Vizjerei 


LUT GHOLEIN 
As in the Rogue Encampment, the NPCs in Lut Gohlein play important roles in y# 
efforts to complete Act IL. This list gives a brief description of each character's rolé 
this act. j 


Warriv: After providing your transportation from the Rogue Encampment, he 
now setting up trade routes in Lut Gholein. 


Lysander: This addled alchemist buys and sells Potions, Keys, and various of 
items. 


Fara: A former Paladin, she automatically replenishes your health and me 
when you deal with her. Fara also repairs and sells Armor and Weapons, bî 
mundane and Magical. 


Deckard Cain: Coming with you from the Rogue encampment, he continuef 
identify your needs as well as any items you may find. 


Atma: The owner of the public house, she is looking for a hero to avenge her m 
dered husband and son. Atma gives you the Radament's Lair quest. 


Geglash: The town drunk who offers a few laughs and some cryptic informat 
on the current state of affairs. 


Drognan: This aged sorcerer buys and sells Staffs, Scepters, Wands, Scre 
Tomes, and Health Potions. 


Griez: In charge of guarding the city, he also hires out his well-traï 
Mercenaries. 


Elzix: His days as a renowned bandit behind him, he buys and sells Weapons: 
Armor. He is also willing to let vou Gamble on his unidentified magical items» 


Jerhyn: The troubled young leader of Lut Gholein. 
Kaelan: A Guard of the Palace. 
Meshif: The captain of a ship that will be your eventual transport to the next. 


MESHIF 


MERCENARIES 


As in the Rogue Encampment, mercenary names and attributes are randomly assigg 
in Lut Gohlein. Therefore, we supply the important information about the range of 
ties a group of mercenaries will have so that you can decide whether it's worthwhik 
hire them or not. The mercenaries in Lut Gohlein can be hired from Griez, and will fe 
attributes that are within the following ranges: 


Level: 9-17 Life: 120-180 
Gold (cost): 300-700 Defense: 25-60 
Damage: 2-6 or 3-8 Special Attack: None/Jab Attack/Poison 


Resistance (ability) 
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UEST: RADAMENT’S LAIR 


ce Atma has a personal stake in Radament being destroyed, she is the one who 
igns you this quest. Your character should be between level 16 and 18 by the time 
reach this quest. She provides you the following valuable information: 


“In the sewers below our city, there lurks a horrid creature that hungers for human 
flesh. The creature has killed many, including my son and my husband. If you destroy 
it, | will reward you. Please be careful though, that beast has taken enough from us 
already. The sewer entrance is through the trap door just up the street.” 


Tavalzij AHL JO LAUDAS AH [ 


ce you enter the Sewers, you must pass through sever- & 
levels before you reach the area where Radament is | 
ated. Be sure to hit the Waypoint marker on Level 2 of & 


ÈE 


D 
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Sewers in case you die. This will make your journey &° 
eK much quicker. There are plenty of new enemies in the 3 
vers; you'll typically face Burning Archers and Burning Res 
ad, so ready an item that gives you fire resistance. 


The Bep doaf to the sewers 
When you reach Radament, below Lut Gohlien is easy 


| you'll have a tough fight eeen 
K indeed. Radament can poison you, and he's also magic 
resistant, which can make life hard for the Sorceress. He's 
| also surrounded by his minions, which he can resurrect 
REN after you've killed them. 
ie Aare pr, Using cold based or freezing 
}Sewers teem with new and attacks is an excellent way to Ape 
EIS: deal with Radament because && 
ou can shatter one of his servants, it's gone forever and gee 
not be FeSUScIed. Likewise, when the Necromancer & 
uses Raise Skeleton on a 
fallen minion, it means that it MS 


3 : Radament can resurrect hts 
can no longer work in minions after vou kill them. 
Radament’s favor. 


$ When Radament is dead, pick up the Book of Skill that he 
JET B drops and read it to get an extra skill point! Then, search 
NE Geticmend'dies, you can for the Horadric Scroll in a nearby chest. Take this Scroll 


et the Horadric Scroll and to Cain and you'll receive an important new quest. 
take it to Cain. 
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QueEsT: THE HORADRIC STAFF Á 


Once you have delivered the Horadric Scroll to Cain, he will send you on a ce 
the Horadric Staff. He also reveals some important details when describing your qué 


“Ahh... The lost Horadric Scroll! What a fortunate turn of events… 


Ös the last living Horadrim, | alone have knowledge of its meaning. Now, to read 
Horadric runes it bears… Hmmm... 


CAIN 


The Horadric Mages, after binding Gaal within Tal Rasha, magically sealed off 
Burial Chamber from the mortal realm. Those same Mages also crafted fearso 
Horadric Staves and imbued them with the special power to open the Chamber's hi 
den door. 


Öfter nearly losing one to the thievery of a rogue sorcerer, they divided all t 
Horadric Staves into two parts—-wooden shaft and metal headpiece—hiding the 
separately to safeguard them. 


The Horadrim foresaw our current plight and designed the hiding places to dl 
themselves to worthy heroes like you. 


Collect both parts of a Horadric Staff and unite them using a Horadric Cube. 
you pe enter Tal Rasha's Gural Chamber.” 


IA This quest is the EE: and most involved you've une 
À taken thus far in Diablo IL. The three items you need 
AN obtain are the Horadric Cube, the Horadric Shaft, and! 
8 Viper Amulet. (top or the Horadric Staff). The first pi 
EN you need to find is the Horadric Cube, which is sop 
BN where on level 3 in the Halls of the Dead, located in 
| Dry Hills. 


The Horadric Cube is a 
special item that you'll 5 
want to keep throughout & 
the game. The cube can 
be used to transmute’ & 
objects and create new 
ones. Check out Chaper 1: 


The Basics to learn more Ì ES z 
about the Horadric Cube, You must venture through the 


including a few recipes for Dry Hills eg Halls of When you get to level 3 of the Ni 
making interesting things. Halls of the Dead you'll find W 
a Unique Sabre Cat guarding the Horadric Cube, along K 
with a bevy of other monsters that would like nothing bet- N 
ter than to destroy you. Once these enemies have been Wi 


dealt with, pick up the Horadric Cube and put it in your 


n MoslErs that do not like 
inventory. uninvited guests guard tl 
Horadric Cube. 
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next item you'll need is the Horadric Shaft, which 
Ii find on level 3 in the Sand Maggot Lair, located in 
Far Oasis. The Shaft is guarded by a Unique monster î 
ed Cold Worm the Devourer. Ee 


Cold Worm the Devourer will 
be only part of the enemy | 
\ equation in your quest to 
8 obtain the Horadric Shaft, so Sand Maggot Lair in the Far 
\ À Oasis. 

be prepared to fight long and 
BK hard, and carry potions and 
EE ee Town Portal Scrolls with you. 


„old Worm ‘the Devourer 

vill put upafightforthe The final item you must & 

Horadric Shaft. pr Nn 

acquire to complete this # 

st is the Viper Amulet. You'll find it on level 2 of the # 

w Viper Temple in the Valley of the Snakes, which is 
t the Lost City, and then beyond the Far Oasis. 


a a A 
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You'll meet a host of enemies ashe en en. 
E. A: You must find your way 
in the Claw Viper Temple, and (rough the Valley of the 
when vou come to the Viper Snakes to the Claw 
" Viper Temple. 
FE Amulet vou must fight a 
Unique monster named Fang Skin. This beast is extremely 
N fast and presents a challenging battle. Take along Plenty of 
EN Thawing potions and some Cold resistance would be a good 
WII have to face Fang Skin idea, too. Once the last piece of the quest is in your inven- 
before acquiring the 8 R act 3 : 
MiderArmutet: tory, head back to Lut Gohlein and visit Deckard Cain i 
have him identify both parts of the Staff. Then, follow his 


directions carefully to restore it to usefulness 


UEST: TAINTED SUN 


ou finish the Horadric Staff quest, then the Tainted Sun & 
St is already complete. If you haven't accomplished this & 
‚then Tainted Sun is a stand-alone quest. You are tasked W@ 
h your new quest when you enter the Lost City. The sun Wing ek 
s out and you must find the Viper Template and destroy RE 


ee 


evil altar (thus releasing the Viper Amulet) to undo the _ This quest overlaps ir he 

Horadric Staff quest. If you 

that has blackened the dav. dFeattemplting The TWited 

Sun quest first, then go to the 
Lost City to trigger it. 


KTIP N 


When moving in the 


Ôrcane Sanctuary, the N 
Barbarian and the & 


Sorceress have definite 
advantages over the other 
character classes. The 
Garbarian's Leap is very 
effective for bypassing 
teleporters to get from 
one ledge to another. 
while the Teleport Skill of 
the Sorceress achieves the 
same ends. 
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QUEST: THE ARCANE SANCTUARY 


Drognan in Lut Gohlein gives you the quest to seek out the Arcane Sanctuary. After 
kill Radament, Jheryn will give you the Seven Tombs quest. Drognan will activate 
Arcane Sanctuary quest, which will allow you to enter the palace. You'll procé 
through the Harem to the Palace Cellar, where you'll find the Arcane Sanctuary. WE 
accepting this quest from Drognan, he gives you some advice. 


4 


;_Though ! haven't found the Tomb itself, | may have a good lead for you. 


E_ The great Vizjerei Summoner, Horazon, built his Arcane Sanctuary somewhere arout 
DROGAN pere. He was a powerful spellcaster and kept demons as slaves within the ee 
He kept a close eye on great events, too==such as the imprisonment of Gaal ede 


Rasha's Tomb. 


_ 
If you could find Horazon's Sanctuary, I'm sure that it would hold some clue as to À 
Tomb's location. Though | doubt Horazon is still alive, you must proceed with cautic 
There's no telling what could be waiting inside. 


When | spoke of this with Lord Jerhyn, he asked that | send gou to him. Perhaps. 
knows of a secret entrance or the like.” 


In Lut Gohlein, go to the Palace and request entrance. 
Once inside, descend to Harem level 1, then further to 
level 2. Of course, the Harem is not easy; you'll have ene- 
mies to fight the whole way, so be prepared. 


IR After the Harem you'll 
\ descend through three levels 
of Palace Cellar, eventually 
finding the entrance to the 
Arcane Sanctuary. Fire Eye, a 
$ Unique Sand Raider, guards this passage. Destroy 1 
B monster to finish the quest, then enter the Arce 
Sanctuary. 


The Harem is hk, a ‘walk 
the park—there will be ma 
battles to be fought. 


Take out Fire Eve t to clear the 
way to the Arcane Sanctuary. 


Enter the Arcane Sanctuary and start working your way } 
through it. Be absolutely sure to hit the Waypoint in the & 
middle of the Sanctuary because it's entirely possible that & 
you'll die in this area and will need to get back quickly. 


Be sure to hit ‘this Waypoiik 
the Arcane Sanctuarv. 


CHAPTER 3: THE QuESTS 
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UEST: THE SUMMONER 


s quest is activated when you meet the Summoner in the Arcane Sanctuary. During 
encounter, he'll taunt you with a tortured laugh. 


“Muhuhahaha!” 


2 Summoner is impersonating Horazon. When you find Ge 
ì, you must destroy him. Résistance to cold is important SAB 
an fighting the Summoner because he uses Ice Blast. & 
: Paladin’s Resist Cold aura is very useful in this situa- We … 
, and will not only help the Paladin, but also any party \& 
mbers (in Multiplayer), as well. As a rule, it's best to use # 
ged weapons against the Summoner rather than getting MGS 
) hand-to-hand combat because he packs a substantial AE ne 
The EES is Ad but 


ich. he must be taken out if you 
are to proceed. 


UEST: THE SEVEN TOMBS 


ayn gives this quest. He tells you that you need to search for Diablo himself, and that 

search will take you to Tal Rasha's Tomb. Here, you must find the chamber with the 
cle of Seven Symbols, place the Horadric Staff into receptacle in its center, and kill 
iel. Thus begins the quest for the Seven Tombs. Jerhyn has some advice to give 
ing this exchange. 


“| have heard of your many deeds of skill and bravery. | feel | can trust gou with some- 
thing | have been hesitant to speak of. 
Drognan and | have concluded that the Dark Wanderer who passed through here 


recenthy was Diablo, himself! Drognan believes that Diablo is searching the desert for - 
the secret tomb where the great Horadrim, Tal Rasha, keeps Gaal imprisoned. 


You must find Diablo and put an end to the terrible evil that has fallen upon our city! 
Drognan Is wise and is sure to have some helpful advice for you as to how Tal Rasha's 
tomb may be found. 


_ It may take you quite some time to find The Tomb. May you be ready when you do.” 
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Take the portal to the Canyon of the Magi. When you ib Jie > 
arrive, touch the Waypoint marker in case you need to go Mijke 
back. You must now find the Tomb of Tal Rasha (by Set 
matching the symbols). 


„ 


Once inside the chamber, 
IN Orifice; this will blow a hole EEE len Syrahalë lod 
8 in the wall and open a door- _ the Tomb of Tal Rasha. 
N_ way to the tomb of Tal Rasha. 
REN You must then kill Duriel. 


Placing the Mari in the A 
will open a passage to the 
Tomb of Tal Rasha. 


IK GI When fighting Duriel, it helps to have 


something that reduces freeze/cold dura- 
Create a Town Portal as Î 
soon as you enter Tal tion, because Duriel will use this magic on 


Rasha's Tomb-—once the vou. It is important to note, however, that 


fighting begins, you may he Me 
not have time to do this REN KES ke his behitting 
field is a 


and get out alive! 
\ Demonic power and 
W not an Elemental 
N magic, so resistances to cold are ineffective in staving? 
MY this attack. Keep Duriel at a distance and you'll fair mt 
R better than if you engage him in close combat. Duriel cl 
Durict is is zp powerful foe with €s fast and has a powerful melee attack that will do be 
plenty ve odes Be stun and knock back. He also has a huge amount of 

points, so you'll have to pound away to take him out. 


The one exception for the ranged-weapon advice is the & 
Barbarian. His powerful abilities in Melee attack make it 88 
best for him to go toe-to-toe and use Double Swing with # 
two weapons against Duriel. Once Duriel's dead, click on 
Tvrael the Angel to free him. Tvrael delivers a speech and 
a portal to lerhyn opens (near palace steps). Back in Lut 
Gohlein, go to Meshif and head east. 
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Click on the Arial Tvrael t 
release him and hear about 
what happened to Baal. 
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ct III: The Infernal Gate IE 


JRAST DOCKTOWN IE 
n the Rogue Encampment and Lut Gohlein, the NPCs in Kurast Docktown play 6 
ortant roles in your efforts to complete Act II. This list gives a brief description of 
a character’s role in this act. 
Meshif: His ship stands ready to take a full cargo and you back to Lut Gohlein, 
should you wish to return. 
Deckard Cain: He continues to offer guidance and his skills as a master of iden- 
tification as you continue your journeys here. 
Ormus: An enigmatic figure, he automatically replenishes your health and mana 
when you talk with him. He also buys and sells Masks, Scepters, Wands, Staffs, 
Scrolls, and Tomes. 
Alkor: Living in a smalt hut, this secluded fellow buys and sells Potions while 
inviting the wayward adventurer to Gamble on his unknown magical treasures. 
Hralti: An enchanter by trade, he buys, sells, and repairs Armor and Weapons of 
many kinds. 
Asheara: Leader of the Iron Wolves, she will gladly sell you the services of her 
magic-wielding Mercenaries. 
Natalya: A shadowy woman who offers advice cloaked in mysteries. 


RCENARIES 


n the other two towns, mercenary names and attributes are randomly assigned, so 
in only the important information about the range of abilities a group of mercenar- 
has is included. The mercenaries in Kurast Docktown can be hired from Asheara, 
‚will have attributes that are within the following ranges: 


ASHEARA 


NATALYA 


Level: 15-26 Life: 240-400 
Gold (cost): 600-1285 Defense: 80-150 
Damage: 3-8 or 4-10 Special Attack: None/Cold Spells/ 


Fire Spells/Lightning Spells/Fast Cast 
UEST: THE GOLDEN BIRD 


This quest starts when you meet the first Unique monster 
after leaving Kurast Docktown. 


8 The quest is begun when you kill the first Unique monster 
B you meet. It doesn't matter where; it's simply the first one 
you find. Destroy it and you receive the Jade Figurine as 
your treasure. This item must be given to Meshif. In 
ER exchange, he will present you with the Golden Bird. You 
can now go to Alkor. He will take the Golden bird. Finally, 
leave Alkor and return for your reward. Do this and you'll 
get a potion of life that adds a permanent +20 to your life! 


ema > cen 


e first Cine monster vou 
t in the wilds outside of the 
rast Docktown will be the 
onster you must kill to 
begin this quest. 
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QUEST: BLADE OF THE OLD RELIGION 


Find the Pygmy village in the Flayer Jungle. Hratli will then give you the quest to f 
an enchanted dagger called the Gidbinn. You must kill a Unique Pygmy in the vilk 


De) 


and return the blade to Ormus. Hralti gives you the quest and shares some advice. 


“Qs I told you before, | placed an enchantment upon the dockside in order to ke 
the demons at bay. But lately, the enchantment seems to be weakening. If mem 
serves me correctly, there ís a holy Skatsimt blade that could revitalize the enche 
ment. The blade is called Gidbinn. Find it, and our sanctuary here will remain safe 


RTE OER 


EE 


Venture into the Flayer Jungle and move around until you # 


find the Pygmy Village. This area can be confusing to find 
your way around. Just remember that you're entering a 
new area when you see two pillars. 


You'll find the Gidbinn in the 
Pygmy Village. You must kill 
the Pygmy with the Gidbinn 


kad Flayer Jun 
in his hand. To take the _ isn't easy, especially whe 


there are enemies toa facé 
Pygmy out, remember that he k 


will always charge you, so you don't have to worry abs 
chasing him down—even if he runs away briefly. 


You must kill the Pygmy ta get 

the Gidbinn. Use a Town Portal to go back to Kurast Docktown andt 

to Ormus. He will give you a rare magical ring th 

random in nature, but always useful. As an additional reward, Asheara will make: 
hiring of her Iron Wolf mercenaries free! 


QUEST: KHALIM’'s WILL 


Deckard Cain gives this huge, over-arching quest to you. He adds some words of » 
dom and a stern reminder as to your true purpose in Kurast for good measure. 


“Never forget that your ultimate purpose here in Rurast is to destroy Mephisto. 1Ì 
anctent Horadrim imprisoned the Lord of Hatred inside the Guardian Tower thali 
| located within the Temple City of Travincal. 


CAÏN__Rrow this, friend=the only way to gain entry to Mephisto's prison is to destroy 1! 
artifact known as the Compelling Orb. Mephisto used thís device to control |! 
Zakarum Priests and their followers. The Orb can only be destroyed with an ancin 
| n flail imbued with the spirit of the one incorruptible priest. 
4 
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N Soon after his imprisonment, Mephisto worked his evil corruption on the Zakarum Le 
4 priesthood. All were turned to his dark ways, save one==Rhalim, the Que-Hegan of the 5 
High Council. = 

Mephisto directed the other Council priests to slay and dismember Rhalim and then , 
scatter his remains across the Kingdom. The Priest Sankekur succeeded Rhalim as Ee 
Que-Hegan, eventually becoming the embodiment of Mephisto here on the mortal en 
plane. 5 

Á 5 
e The corrupted High Council fashioned an Orb to control the rest of the Zakarum faith- js 
ful and used their powers to hide the lair of their master from mortals. en) 

5 

Your task is to collect the scattered relics of Rhalim=his Heart, his Brain, and his Eye. a, 


\ Then, using the Horadric Cube, transmute Rhalim's Flail with his relics. Once this is 
accomplished, you müst destroy the Compelling Orb with Rhalim's Will to open the 
way into the corrupt sanctum of Mephisto.” 


his quest you must find three body parts and a Flail. Gm 5 
t will find the first body part, the Eye, in the Spider | 
jern, which is located in the Spider Forest. Be sure not $ 
'onfuse the Spider Cavern with the Arachnid Lair. | 


A Unique monster called 
N Sszark the Burning, a Fire 
\ Spinner, guards the first body 
N part. When you've defeated 


Sszark fire resistance iS hel x Cavern, which will require vou 
P to move through the Spider 


ful when fighting him), you'll Forest and fight the creatures 
be able to open a chest that that stand in your way. 
contains the Eye and some 


fter you defeat Sszark the other valuables; take them. 
Burning, you can get the 
Eye of Khalim 
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The next piece to collect is the Brain of Khalim. It's located TIP 
on the third level of the Flayer Dungeon and is guarded by 

f he Flayer Oungeon is 
Witch Doctor Endugu (a Flayer Shaman). Once you defeat jcated near the Pygmy 
him, the Brain is yours for the taking. Village. 


The third piece of the body, the 

Bleach IS alevel 2-of the 
Sewers. There are two 
ad entrances in Upper Kurast and 
fou must destroy Endugu _ùvo in the Bazaar. Once in the | 
the Flayer Dungeon to get Sewer, you'll find a lever that } 


tee Free) 


te Brain of Khalin. opens level 2. Within this small B 5 U 
area is a chest containing the _ The Heart of Khalim is on 
Heart. level 2 of the Sewers. | » 
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The last thing you need to find € 
is the Flail. It is held in 
Travincal by one of the mem- 
F bers of the High Council, whom 
N vou have to kill. You must put Nais 
RS the body parts and the Flail into & 
R the Horadric Cube, and then | 
transmute them into a very pat the hoes spr 
fighting the High Council powerful Flail called Khalim's _prait into the Horadric @ 


in Travincal. Will. and then transmute them 
Khalim's Will. 
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When fighting the High Council, hire an Iron Wolf Mercenary, if you don't already haver 


QUEST: LAM ESEN’s TOME 


This quest asks you to find the Book in a particular area of the city, then return j 
Alkor, who impatiently gives you directions. 


“It pains me to waste time with you, so III get right to the point. There is a very sp 
cial book, which you must find for me. It was written long ago by a sage known 
Lam Esen, who studied Skatsimi magic and the effects of the Prime Evils on the me 
tal world. The Black Book was lost when the Children of Zakarum took over this la: 
Now, you must reclaim it without delay! Its knowledge may aid us in this dark t 
ahead.” 


In Upper Kurast, the Bazaar, and the Causeway there arc Reeser 
staircases, which when clicked on descend into temples & | 
below the surface. One of these is a ruined temple, and # 
this is where vou need to go. 


In the ruined temple you find NS 

Lam Esen's Tome, which is | Gee UT 
guarded by the Unique mon- pescend into a ruined tem 
ster Battlemaid Sarina, a _ from one of these locatio: 
Flesh Hunter. Defeat her to 

get the book, then give it to 


NEE Alkor to earn five attribute 
You must fight the Battlemaid points. 
Sarina to get Lam 
Esen's Tome. 
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UEST: THE BLACKENED TEMPLE 


; quest is given by Ormus. You must find the Temple City of Travincal, kill the evil 
h Council there, and smash the Compelling Orb with Khalim’s Will. Ormus con- 
ulates you, then presents you with thís new challenge. 


“You have done well, my friend. Your courage and valor are an inspiration to us all. 
VB But now the time has come to face those responsible for the evil that has stifled our 
fj land. You must destroy the High Council of Zakarum! Long ago, these elders were 
charged with the stewardship of Mephisto, the Lord of Hatred, who was imprisoned 
within the Guardian Tower. Through the generations, these pious men slowly fell more 
di and more under the sway of Mephisto's malevolent power and the Council became an 
evil mockery of its former glory. 


It is Mephisto's Hatred that has corrupted Zakarum and turned its devout followers 
into paranoid fanatics. That is why you must travel to the Temple City of Tavincal and 
slay the Council. Once they are gone, Mephisto's hold over this land and its people 
will be broken!” 


\ The three council members 
gare Unique monsters with Bé 
\ minions, which will make &f 
8 them more than a handful to 
battle. Once you take them & 
out, you'll end up inside the } 


Travincal area and find a 


Mancil ram bers are in the Compelling Orb. Smash this Lacate tte Eer Orb and 
emple City of Travincal. smash it with Khalim's Will. 


N This quest is related to the 
8 _Rhalim's Will quest. 


Orb to open the doorway to 
the Durance of Hate. 


UEST: THE GUARDIAN 


5 quest is given by Ormus after you smash the Compelling Orb in the previous quest. 
must find the Tower and entrance, then race through to confront Mephisto and kill 
‚ Ormus explains the critical nature of your quest. 


“Diablo and Gaal have srrely found the Temple City by now. They seek to free their 
brother, Mephisto, who was imprisoned by the Horadrim in the Temple's Guardian 
Tower. You must reach him before his brothers do and prevent them from releasing 
Hatred upon the world.” 
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While in the Durance of Hate, you should hit the & 
Waypoint on level 2 for an easy way to return here should 
you die or need to flee. If you don’t, you'll regret it later. 


äl When vou reach Mephisto, 

& you'll see that he has many @ 

äl Blood Lords and Council GR B AT 

E4 Members defending him. The Durance of Hate fl 
Meteors, Firewalls, and other guarded well. 


destructive forces will be flying at you as you try to t 
EENS him down. Obviously, fire resistance is is helpful we 
Mephisto is well guarded by you're dealing with his minions, but Lightning resistanc 


Lan ren vital when dueling with Mephisto. 
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Mephisto also inflicts poison, launches charged 

bolts, and fires lightning bolts. In short, he's your worst 
nightmare. In order to be successful you must first Kill all 
of Mephisto's minions, then go after him. Upon his defeat, 
Mephisto drops his Soulstone and a rare or unique item! 
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Take out Mephisto's minr: 
first or you'll never bri 
him down. 
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DEMONIUM FORTRESS 


Pandemonium Fortress is the last of the encampments that you will find in 
blo 11, and there are just four NPCs to interact with. There are also no mercenaries 
you to hire here, which adds to the pressure you're no doubt feeling as the game 
hes its climax. 


Deckard Cain: Following you to the very edge of Hell, his dedication to your 
quest, as well as his continued help in identifying items, is well appreciated. 


Tyrael: The Archangel who fought Diablo and Baal and the crafter of the 
runeblade Azurewrath. What else needs to be said? 


Jamella: This Warrior of Light who outfits those making assaults upon Hell will 
buy and sell Weapons, Armor, Scrolls, and Potions. She will also allow you to test 
your hand against the fates by Gambling on the unknown items in her stock. 


Halbu: Brother in arms to Jamella, he buys, sells, and repairs Weapons and 
Armor. 


UEST: THE FALLEN ANGEL 


eal charges you with seeking out and destroying the Unique monster that harbors 
spirit of the fallen Angel Izual. Tyrael describes the perilous situation. 


“There is a dark, tortured soul who was trapped within this forsaken realm long ago. 
He was called lzual by mortal men, and in ages past he was my most trusted 
Lieutenant. Yet against my wishes he led an ill-fated assault upon the Fiery Hellforge 
itself. 


Despite his valor and strength, lzual was captured by the Prime Evils and twisted buy 
their perverse power. They forced him to betray his own kind and give up Heaven's 
most guarded secrets. He became a corrupt shadow of his former self; a fallen angel 
trusted neither by Heaven nor Hell. 
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For his transgressions, lzual's spirit was bound within the form of a terrible creature, 
which was summoned from the Abyss. His maddened spirit has resided within that 
tortured husk for many ages now. 


ned hs | hd 


It seems to me that he has suffered long enough. | implore you, hero, find lzual and 
release him eh his cruel dpBrsenmenk Put an end to his Zei and shell 
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In this quest you must kill [zual in the Plains of Desp, 
Izual is randomly wandering the area, so vou must f 
search for him. | 


Izual has a Frost Nova attack 

and a sword, so cold resist- 
ance will help. It's also a g 

en good idea to fight him from & 
Berch de Pltins of Dewi, afar so that you don’t feel the } 

until you come across the wrath of his sword. When BRS 
wandering Izual. en ah 

Izual has been destroyed you As vou would expect this le 


get two skill points to allo- in the game, yuu'll have y& 
5 ne el hands full daring your bat 
cate as you see ft. aguinst Izudl. 


QUEST: THE HELLFORGE 


Cain tells you, “The time has come for you to destroy 
Mephisto's Soulstone!” and sends you to the Hellforge to 
do the job. If you didn't take the Soulstone earlier, he'll 
give it to vou anyway (saving he picked it up for you). 


To reach the Hellforge, cross If 
the Plains of Despair. When & 
you arrive in the City of the & 
al oh „| 8 5 nd 
Dammed, descend the large 7, mm die Hellforge, ve 
staircase. Make sure to acti- must cross the Plains of 


p- Ô ed Despair und enter the Ci 
vate the nearby Waypoint! WENN rd 
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At the bottom of the staircase, go into the River of Fla 
| 5 About halfway through, you'll enter the Hellforge. Thi 
Descend this staircase to get to where you will meet Hephasto, the Smith's big brother. 
the Hellforge. a ht 
must not only kill him, but all the other monsters, as we 
this is no small task. 


When Hephasto dies, you pick up the Hellforge Hammer. 
This will be used to destroy the Soulstone on the Hellforge. 
Equip the Hellforge Hammer, then click on the forge. The 

Soulstone will leave vour 
8 inventory and arrive on the 
N Hellforge. Smash the stone | 
N and you'll get a large number | 
of high-quality Gems (just in : 
time to throw them into your The Soulstone will be 
Ke ee \ : destroved vn the Hellforg: 
socketed items/ weapons). gnd vou will get some his 
Take a Town Portal back to the quality Gems for your effo 
Pandemonium Fortress and 


‘In the Hellforge you'll face o î 
ì rn ef li prepare for the final quest. 
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UEST: TERROR'S END 


ael gives you the final quest where you must find and kill Diablo. Tyrael has some 
portant things to say before you begin this enormous task. 
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“The time has come to hunt down and destroy Diablo himself. But beware, the Lord 
of Terror is not to be underestimated. He single-handedly destroyed the town of 
Tristram and corrupted the last noble hero who tried to stop him. This time, you must 
defeat him for good. Only by destroying the Soulstone, which he carries, will his spir- 
' it be banished forever. Good luck. Though this be our darkest hour. it may yet be your 
greatest moment!” 

the end of the River of the Flame there's a Waypoint. 
a need to activate it because you'll most certainly be & 

ing back. 


must open five seals in Diablo’s lair to trigger his | 
earance. Move around the Chaos Sanctum and hit the ® 
seals to open them. Unfortunately, three of these seals & 
randomly spawn a Unique monster: 
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because this is the toughest ke) 

d Vizi ‘ha To part of the game, and it's Û 

The Grand Vizier of Chaos (Burning Soul) ted Sr u benvorking Ô 

3 Lord De Seis (Oblivion Knight) your way back. 3 
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} The Infector of Souls (Venom Lord) 


Wb - 


ai : When you've broken all five 
seals, Diablo shows up and vou \ 
must defeat him to complete 
S the game. He has numerous 4 
N attacks, ranging from his awe- 
Á some Flame Circle that acts & 

| as a Fire Nova, to a spe- 
cial Bone Cage spell 
that will imprison 
vou, to the d 
King Fire Serpent to his Lightning Inferno 
t is a devastating stream of red death. On 
of this he has and a powerful melee attack and 
harge that deals massive damage. He's the toughest 
my in the game, as he should be. 
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tis is one of the seals vou 
tust open to make Diablo 
appear. 
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Dont be afraid to go out 
and try to build up your 
levels more before you 
face Diablo, and be sure 
to take LOTS of Mana and 
Health potions when you 
do take him on. There's no 
magic way to destroy the 
Lord of Terror, so youlll 
have to use your wiles and 
chip away at him. Use 
Town Portal often; in fact, 
open one up ahead of 
time so that you can be 
ready to run. Finally, build 
up your fire and lightning 
resistances as these are 
his main forms of magical 
attack. 


Then GRE NG WEE Benen — hage se 


end 


Killing Diablo 


If there is more than one character in his lair (includ- 

ing minions or mercenaries) and you try to run Nn 
from Diablo, he will try and imprison you in the _4&g 5 mA 
Bone Cage. You are then at the mercy of any 4 | „” 
of his potent spells and death is a mere 
heartbeat away. Therefore, in a multiplayer 
situation, you're better off standing and „4 
fighting. d 


The following are strategies for destroying 
the final boss as each of the character classes. 


BARBARIAN 


Go toe-to-toe with Diablo, but run when he is about 
to launch the Lightning Inferno (Diablo makes a certain gesture when this is abou: 
happen), then go back and fight. Also use your Leap attack because you can't bet 
when you're actively Leaping. Make sure you are stocked with healing or, better 
Rejuvenation potions. 


NECROMANCER 


Use a Golem to distract, then curse Diablo with Amplify Damage. The les 
Necromancer minions are largely wasted on Diablo, so only use a Golem to distract | 
and then attack him with anything you've got. If you are using Poison or Bone spe 
be sure you bring along plenty of mana or Rejuvenation potions. 


SORCERESS 


Use the Meteor skill plus Static Field to knock down his hit points quickly. Remen 
the Static Field skill takes the enemy’s hit points down by 1/3 every time you use iff 
Diablo’s case, that's a LOT of hit points. Be sure to keep a good supply of mana or rt 
venation potions at your fingertips. 


PALADIN 

The Paladin should use Thorns for the same reason the Sorceress uses Static Fil 
Every time Diablo hits the Paladin, the damage will be returned (many times ov 
Thorns has skill points in it). Make sure to keep a full belt of health and rejuvenat 
potions as well. 


AMAZON 


The Amazon needs to put some points into the Decoy skill to keep Diablo distractes 
she's using a bow, then fire the Immolation Arrow with a Long War Bow or Hef 
Crossbow. Her battle strategy can be summed up quite simply—hit and run! Points 
the passive skills such as Dodge, Evade, and Critical Strike are also crucial to sec 
victory. Having Health, Mana, Rejuvenation, and even stamina potions are all g 
ideas. 
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HE BESTIARY 


his section of the book covers all of the enemy monsters you'll face in Diabl 

including the Standard monsters, the Unique monsters, and the Champion 

sters. Every creature is examined thoroughly so that you can get a solid handle 
just what to expect as you move through the game. For your convenience, much of 
information is presented in table form, allowing you to glean just what you need qú 
ly and then move on to playing the game. 


The Standard Monsters 


These are the standard monsters of Diablo 11. There is a multitude of enemies ine 
game—you could play through an entire game and not see all of the monsters li 
here—but you can rest assured that you'll see most of them on your travels. This; 
tion tells you a little about each monster, shows you what the class of creature le 
like, and includes some important statistics about each one. The ‘Variant’ colum 
merely the name of the creature within the category. The Resistance tells you iff 
monster is resistant to any elemental or magical attacks or if it has increased resista: 
to physical damage. This information is very important when deciding how to attach 
enemy. Any Special Attacks (such as Burning Arrows) have also been listed, as wel 
the range of Hit Points that you can expect from each beast. Lastly, the Act(s) where 
creature is found is identified—this location information is not set in stone, howe 
due to Diablo II's random nature (sometimes, for example, you can find an Act I enn 
in Act III, or visa versa). 


SKELETON 
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e VARIANTS RESISTANCE SPECIAL ATTACKS HIT POINT RANGE FOUND IN 
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Skeleton Poison None 6-9 Ad IA 

Relurned Poison None 9.21 Ad I/II 

Bone Warrior Cold/Poison None 930 Ad I/II 

\ Burning Dead Fire/Poison/Physical Flaming Hits 11-30 Ad Il 
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Horror 
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Magic/Lightning/Poison Shocking Hits 30-45 Aat 11/1 


TIL 


The enemies in the Skeleton class are the most common of the undead mon- | 
sters vou'll face in Acts I and II. Of course, any weapon you have that has | 
extra power against the undead will be of great value to you when you're fight- : 
ing these creatures. Therefore, skills like the Paladin's Holy Bolt or Sanctuary 

Aura are very useful when confronting these creatures. 
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Zombie Poison 


Hungry Dead Poison 
Ghoul Poison 
Drowned Carcass Fire/Poison/Domoge 
Plague Beorer Mogic/Poison 


The enemies in the Zombie class are also undead monsters Ket like the 
Skeletons, you'll be seeing a lot of them. Again, any weapon with extra abil- 
ities against the undead will be of great value to you when you're fighting 
them. The Sanctuary Aura or rHoly Bolt of the Paladin is also very effective. 


\INTED 
VARIANTS RESISTANC SPECIAL ATTACKS —_ HIT POINT RANGE FOUND IN 
| Afiaed Lightning Shoots Lightning Globe 28-40 hat | 
j Tointed Lightning Shoots Lightning Globe 26-37 Aa | 
| Misshopen Lightning Shoots Lightning Globe 13-19 Ac | 
EP} al Disfigvred Lightning Shoots Lightning Globe 20-28 Ac II 
Damned Ughning Shoots Lightning Globe 60-84 Ad IV 
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As the MEE. Er suggests, Es resistance to Lightning is important 
when fighting any of these monsters. In a multiplayer game, the Paladin can 
Beatles aid his IRD by use le Resist ESS ning Aura. 
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Foul Crow None - Ad | 
Blood Hawk None : Aa | 
Black Raptor Poison - Ac Il 

Fire/Lightning Act III 


These annoying creatures are spawned from nests that are dotted around the 
wilderness areas. Blood Hawks perform quick attacks, then fly away. 
Fortunately, these feathered foes are not particularly dangerous, as they don't 
do a great deal of damage unless they attack you in numbers. As a rule, it's best 
to go al the nests ee En slug it out with he individual creatures. 
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Carver Nane None 3-1 Âa | 
Devilkin None None 3-9 Âd | 
Dork One None 5.12 Ad | 
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Fallen Ones are Kent creatures that are very common tous Agt 
They will always attack in numbers, but run away if they take a hit. Theit 
tendency to retreat can make them difficult to kill, but the fact that Fallen 
Shamans can resurrect them makes them even more troublesome. If you 
can't get to the Shamans, the best way to deal with these creatures is to shat- 
ter them with cold Sis SO that they cannot be resurrected. 
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Gargantvan Beast None Nane 9.15 Aa! 


Brute None None 18-29 Àd | 
Yeti Cald None 19-47 Aa | 
a) sf Crusher Magic None 57-92 Ad Il 
8 oesh id il Hone 54-87 Aa Ill 


These creatures are rs and rdshteritrig mf you fast run into them—and 
they can do a heck of a lot of damage if you get surrounded by a group of 
them! Your first encounter with Gargantuan Beasts will occur in the Den of 
Evil (the first Ed so be any to face them down! 
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Sand Raider None Flaming Sward Hits 38-59 Aa Il 
Marauder None Cald Charge 48-76 Aa Il 
Invader None Flaming Sward Hits 51-80 Aa Il 
Infidel None Cold Charge 61-% Aal Fb 
Ne Assaïlont Nane Flaming Sword Hits 72-113 Aal f 


Sand Raiders are fearsome creatures that wield four swords at the same 

time! Needless to say, with the fire damage they do it's best to keep your dis- 

tance from these enemies, but if you must fight them in melee it can help to 
have some resistance to fire. The Paladin's Resist Fire Aura is an excellent 

defense in these battles. 
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Ghost Mogic/Poison/Physical Droins Mona 


pe 


Wraith Magic/Poison/Physical Droins Mona KS 
Specter Poison/Physical Droins Mona \N 
Apparition Poison/Physical Droins Mona Â 
Dark Shape Poison/Physicol Drains Mona \ 


Gold 


Wraiths are Siehd monsters, especially for the Sorceress, because they drain 
mana with every attack. It is best to use your spells or skills that require 
mana when fighting these horrors or they will drain away your reserves and 
leave you without enough mana to finish them off. Keep Wraiths at a dis- 
tance if possible, or slow them with cold. 
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VARIANTS RESISTANCE SPECIAL ATTACKS _ UIT POINT RANGE FOUKD IN 
Dork Hunter None 
Vile Hunter None 
Dark Stalker None 
Black Rogue None 
Flesh Hunter Physical 

Dark Spear Woman None 
Vile Lancer None 
Dark Loncer None 
Block Lancer None 
Flesh Lancer None 


Corrupt Rogues are e melee fiehters that like to mix it up in hand-to-hand 
combat. Slowing them with cold or using a skill like Iron Maiden 
(Necromancer) or Thorns (Paladin) that returns melee damage is effective 
against these monsters. Beware that the Black Rogue and Flesh Hunter are 
resistant to Poison, so skills like Poison Explosion (Necromancer) and 
Poison pn (Amazon) are not as effective against these creatures. 
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VARIANTS RESISTANCE SPECIAL ATTACKS _ HIT POINT RANGE FOUND IN 
Dune Beast 

Jungle Hunter 
Doom Ape 
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Basan Demons are ‚ huge, hulking monsters that are re built exclusively for 
hand-to-hand combat. Keeping these enemies at range is your best bet. They 
lack resistances to any elemental damage, so use cold, fire, lightning, and ai 
poison against them. 7 [ à 


Mr 
» en 


NA 5 


a 
er Oe Oe 


Eed 


f 


pr 

® 
ed N 
E 


SE Sz Te 


SE SAI IEEE VORSTEN ES ECE AR SEI OR ET EEG RSE K 


RESISTANCE SPECIAL ATTACKS HIT POINT RANGE FOUND IN 


me mine EE _ en 


Moon Con 


Nigh1 Con None None 17-21 Ad | 
Blaod Clon None None 19-23 Aa! 
Death Con Mogic/ Fire None 


Hell don 


The Goatmen are A aftaldo nasties. Although they are tough, they 
lack any magical or elemental resistances and are, therefore, susceptible to 
any weapon that adds this variety of damage. Poison works on them as 
well—a Rancid or Strangling Gas Potion is always great to have around if 
vou can't create the ed yourself. 
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Fallen Shoman Raises Fallen/Fire ° 
Corver Shaman Fire Raises Corver /Fire 9.1S Act | 
Devilkin Shamon Fire Roises Devilkin/Fire 13-22 Ad I 
Dork Shomon Fire Roises Dork Ones/Fire 16-26 Aa | 
_ Womed Shomon Fire/magic Roises Worped Ones/f Fire 32-45 Aa Ill 


The Fallen Shaman are a group of monsters that you need to target first and 
foremost when you come across them. This is because they are capable of 
resurrecting other monsters of their kind once they've been killed. Often the 
best tactic is to wade through the Fallen (or Carvers, or whatever) and go 
straight to the Shaman so that they won't be able to raise up their minions 
again after you've killed them. When the Shaman is dead, the rest are easy 
to eliminate. 


SPECIAL ATTACKS HIT POINT RANGE FOUND IN 
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Spike Fiend 
Thorn Beast 
Razor Spine 
Jungle Urchin 


Spike Fiends are challenging beasts because nn discharge thorns c over great 
distances, meaning they don't have to be nearby to hurt you. When they 
travel in packs they can do plenty of damage in a short time. The Amazon's 
Evade skill is excellent for avoiding the ranged attacks of these creatures. As 
with other monsters that lack elemental resistances, any weapon that has an 
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Î 5 elemental or magical attack is worth using on them. 
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Sond Moggot Loys Eggs/Spits Poison 
Rock Worm Loys Eggs/Spits Poison 
Devourer Lays Eggs/Spits Poison 
Gian) Lamprey Loys Eggs/Spits Poison 
Blood Maggot Lays Eggs/spits Poison 


Sand Didot: are MeF TR they can not Taff burrow under- 
ground to protect themselves from attack, but can also lay eggs to propagate. 
Sand Maggots also have a Poison attack, so having a resistance to poison or 
some Antidote potions handy will be necessary when fighting these crea- 
tures. As a rule, Sand Maggots only inhabit caverns, but you never know 
when you might meet” up with o one. 
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RESISTANCE SPECIAL ATTACKS _ HIT POINT RANGE FOUND IN 
Ee den dn 
Tomb Viper None Freezing Chorge Attock 
Clow Viper Cold Freezing Chorge Attock 
Solomonder Cold Freezing Chorge Attock 
Pit Viper Cold/Poison Freezing Chorge Attack 
Serpen! ind Mogic/Cold/Poison __ Freezing Chorge de 


This creature’s Freezing Charge Attack can slow you down considerably, so 
having some sort of cold resistance, like the Paladin's Resist Cold, is of great 
value in these battles. Claw Vipers are tough enemies to deal with, so don't 
take them lightly. 
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Sond Leaper None None 
Cove Leoper None None 
Tomb Creeper Fire None 
Tree Lurker Lightning/Fire None 
Cliff Lurker Lighhning/ Fire/Physical None 


Sand Bres are difficult to score damage on because 5 cannot be hit 
when they're in the act of leaping, and that is quite often. Skills that can pas- 
sively affect these creatures, such as the Paladin's Holy Fire, are great to use 
when near groups of Sand Leapers; cold is also effective because it will slow 
their scurying and leaping enough for you to get in a a clean hit. 
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Huntress 


Sabre Cot 
Night Tiger 
Hell Cat 
Slinger 
Spear Cot 
Night Slinger 
_ hel Slinger 


oant: Women are half- feline, half-human creatures ht are swift and 
deadly. They travel in packs and will race after fleeing adventurers as they 
seek to deliver the killing blow. Some Panther Women launch barbed 
javelins, so it's always good to try and slow them down and focus your first 
attacks against them. Use ranged attacks against any of these beasts and, if 
Varg re an Amazon, Da pole into the Dodge and en SE 
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VARIANTS RESISTANGE SPECIAL ATTACKS — HIT POINT RANGE FOUND IN 
Physicol Drains Stomina 
Block Locust | Physical Drains Stomine 
Plague Bugs Physical Droins Stamine 
Hell Sworm Lightning/Physical Drains Stamino 


- 


EC EEEN 


a me ee en 


A Swarm is, quite literally, thousands of hostile insects that move en masse 
to attack you. Surprisingly, for a bunch of insects, Swarms can carry a sur- 
prising array of items, which they drop when they die. They always attack in 
bunches, so try not to hk EURRNCee Gy Gie), 
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| Defend with roa 
| Defend with Sporks 

Scorab | Defend with Sparks 
| 


Dung Soldier 
Death Beetle 


Steel Scarab 
Bone Scorab 


Defend with Sporks 
Defend with Sparks 


Scarab Demons are tough little creatures that emit EE sparks when 
they sustain damage. Therefore, every time you land a hit, you can expect to 
take a shock of lightning in return. Any resistance to lightning that you can 


acquire will make the Scarab Demon's special attack manageable. 
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Oried Corpse Poison Poison 19-44 Ad Il 


= \ Decayed Poison Poison 22-50 Ad Il 
Embalmed Poison Poison 26-59 Act Il 

RN opreserved bea: Paison Poison 29-65 Aat II/UI 
Codover Poison Poison 30-68 Ad Ull 


Mummies are part of the family of the undead, and will poison you when 
they die. They are also resistant to poison, so using this form of magic 
against them is ill advised. Your best bet is to use ranged attacks or, if you 
are a melee class, be careful where you tread and make sure you have anti- 
dotes at your disposal. 
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VARIANTS RESISTANCE 


Hollow One Poison Poison Cloud/Unholy Bolt 62-75 Act II 


Guardian Poison Poison Cloud/Unholy Bolt 69-B5 Aa Il 
Unraveller Poison Poison Cloud/Unholy Bolt 14-92 Act Il 
Horadrum Ancien! Poison Poison Cloud/Unholy Bolt 82-120 At I/II 


Greater Mummies are very tough, and are Pshally protected by many min- 
ions. Like Fallen Shaman, Greater Mummies can raise slain enemies to fight 
again. As a rule, it's best to go after the Greater Mummies first so they can- 
not create more undead followers. If you can't get to them, destroy their min- 
ions with cold, or use a Necromancer to raise the dead into Skeletons before 
the Greater Mummy has a chance to the same. 


VARIANTS RESISTANCE SPECIAL ATTACKS HIT POINT RANGE FOUND IN 
zapte rammen Bid slee 
Corrion Bird 
Undead Scavenger 
Hell Buzzard 
B Winged Nighimore 


Vulture 1 Demons are fins enemies ihat cannot je hit when they are air- 
borne. You must be patient and wait until they land before you can deal 
them a killing blow. Just to be fair, these birds cannot damage you if they're 
in the air, they n must land first before they can attack. 
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Drains Mana & Stamina 


DS 
kl Feeder Drains Mana & Slamina 

E While Moscun Demons are not ne MEE they will suck you dry 
en, of all of your mana and stamina if you let them surround you. This can be a 


Re, 


major problem if you need to cast spells to run away from trouble, so keep 
Mana and LAT Potions on dn at ak times. 
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WILLOWISP 


Bl variants RESISTANCE SPECIAL ATTACKS _ HIT POINT RANGE FOUND IN 
Lightning/Physical Drains Mana 
Swamp Ghast Lightning/Physical Drains Mana 
Burning Saul Lightning/Physical Drains Mane 
Black Saul Lightning/Physical Drains Mana 
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Willowisps are a vicious enemy that consumes the mana De your reserves, 
thus rendering any character that's relying on mana helpless. The only way 
to avoid this problem is to keep your distance from these pests, keep Mana 
Potions handy, or kill them before they have a chance to drain away your 
mana. 
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Arach Spins Web 
Paisan Spinner Spins Web 
Flame Spider Spins Web 
Spider Magus Spins Web 


When fhiurtar these creatures are Bries dl spinning a hel that, if you. 
move through it, slows your movement as if you were hit by a cold spell. 
Fortunately, the duration of pie spiders vei is very short. 
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HORNED HULK 


u VARIANTS RESISTANCE SPECIAL ATTACKS HIT POINT RANGE FOUND IN | 
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Thorned Hulk 
Bromble Hulk 
Thrasher 
Spike Fist 
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Thorned Hulks are big, tough brutes that inflict a lot of damage and have 
large number of hit points to back them up. Their basic attack is very simi- 
lar to the Barbarian Frenzy skill. Don't get caught in the middle of a group 
of Thorned Hulks or you'll end up dead. 


VARIANTS RESISTANCE SPECIAL ATTACKS RIT POINT RANGE FOUND IN | 


Bonished Cold/Physicol Steals Life/Cold/Fire 
Ghovl Lord Cold/Physical Steals Life/Cold/Fire 
Night lord Cold/Physical Steols Life/Cold/Fire 
Dark Lord Cold/Physicol Steols Life/Cold/Fire 
Blood Lord Cold/Physicol Steols Life/Cold/Fire 


Much like Vampires of classic mythology, these creatures of the night steal 
life from your character when they come into contact with you. Vampires are 
also resistant to both Cold and Poison, making them dangerous to deal with. 
Keep your distance and attack with ranged weapons to destroy these fiends. 
It's also a good idea to keep some health potions on hand should they start 
to drain your life. 
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Desert Wing None Shocking Hit 14-48 Ad Il 
Fiend None Shocking Hit 18-16 Ad Ill 
Gloom Bat Non: Shocking Hit 19-66 Ad III 
Blood Diver None Shocking Hit 21-12 Act III 
Dork Fomikior None Shocking Hit 24-84 Ad IV 
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Bat Demons are a class of creatures that fly, and are thus difficult to hit. They 
also deliver electrical damage when they hit you, and are fairly strong enemies. 
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Rat Mon Blow Doris 
Fetish Blow Darts 
Foyer Blow Doris 

Soul Killer Blow Dorfs 
Stygion Doll Blow Doris 


These monsters attack vou with knives that are noet the size of their entire 
bodies! They also are capable of firing at you with blow darts from a dis- 
tance. Fetishes tend to attack, then quickly run away. The Shaman of their 
tribes can resurrect them, so you must always be on the lookout for Fetishes 
that you've lef ied since Sy might be SNE ae into velg 


CORRUPT ARCHER 
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VARIANTS RESISTANGE SPECIAL ATTACKS —_ HIT POINT RANGE FOURD IN 
Dork Ronger None None 10-14 Ad I 
S Vile Archer None None 12-17 Ad | 
Dork Archer None None 16-23 Ad | 
Block Archer None None 2-31 Ad | 
Flesh Archer Physical None 40-58 Act III 
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This is a group of enemies that you'll be seeing plenty of as you wind your 
way through Diablo IL. All of these monsters specialize in ranged attacks, 

so you need to keep your distance from them. As with other enemies that 
launch ranged attacks, an Amazon skilled in Evade will gain an edge in 
these battles. 
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Skeleton Arches 


| Poison None 9.19 Act | 

{Corpse Archer Poison None 14-28 Adt| 

| Bone Archer Cold/Paison None 14-28 Act | 
BE. Burning Deod Archer Fire/Poison Fire Arrows 11-42 Ad II 
Horror Archer Lightning/Mogic/Poison __ Lightning Arrows 28-57 Act Il 
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Skeleton Archers are undead that fire ranged weapons—and in the case of 
the Horror Archer and Burning Dead Archer, Lightning and Fire arrows 
respectively. All of these creatures have resistance to poison, so don’t even 
attempt poison weapons or potions. Like all undead, skills such as 
Sanctuary and Holy Bolt are very effective against them. 
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Í Send Maggal Young 


None None 1-12 Ad Il 

BEN Rock Worm Young None None B-23 Act Il 
__Devourer Young None Nane B-26 Ad Il 

a Giant Lamprey Young None None 9.28 Act Il 
Blood Mogol Young None None 12-36 Ad IV 


This group of creatures is simply the young of the larger versions you see in 
the game. When eggs hatch, this is what vou get. 
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LUNDERBORE 
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Blunderbore | Knockback Attack 
Gorbelly Knockback Attack 
Mouler Knockbock Attock 
Urdor | Knockback Attack 
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Be wary of the knockback attack of these huge beasts. They attack with a 
skill that's similar to Smite or Bash, so keep your distance from them. You 
might want to let Hirelings or the Necromancer's Golems and/or Skeletons 
fight it out while you provide support from a distance. 
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they land a hit. For the Amazon, a skill like Dodge would be ideal when fac- 
ing these monsters. 
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Swamp Oweller Spiss Fire Bolts 
Bog Creature Spijs Fire Bols 
Slime Prince Spits Fire Bolts 


activated when you face these monsters. In single-player action, if you're not 
a Paladin, strive to have at least one item (ring, amulet, or piece of armor) 
that offers some resistance to fire to dilute the damage dealt by their fire 
bolts. 
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Lightning/Telepoct/Blizzord 54-72 
Lighsning/Teleport/Blizzard 60-79 
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d Lightring/Telepoct/Blizzord 65-B6 

sl | 

il Cold Damage melee attack in addition to the special attacks above. These 
EN creatures also can heal Zealots and other Cantors alike, so it ís vital when 
ge you meet a band of these misguided denizens that you take the Cantors out 
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Water Waicher 
River Stalker 
Stygian Wotrher 


Tentacles are a real challenge as they quickly slide out of the murky depths 
to land vicious, whip-like blows upon the backs of the unwary and then 
retreat back to their watery lair. Often it's best simply to avoid these creatures 


with all due haste. 
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Water Watcher Spits Poison 
River Stolker Spits Poison 
Stygian Watcher Spits Poison 


The head of the Tentacle creature spits a highly toxic poison, making them 
an even more dangerous foe. Perhaps the best way to deal with them is to 
move past them quickly and carry antidote potions in case they happen to 
poison you during your escape. * 
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Relurned Mage i Posion 
Bone Moge Poison/Cold Cold 
Burning Dead Moge Poison/Lightning Lightning 
Horror Moge Al 


These Skeletal Jg are dangerous because mey fire ND 75 attacks 
from afar, much as the Skeletal Mages of the Necromancer. The Horror Mage 
is especially deadly since there are four different types that cast Cold, 
Lightning, Fire, or Poison spells. Every Horror Mage is resistant to Poison as 
well as the specific type of magic that they wield. Facing a group of these 
monsters equites resistances to all of [Ne elements. 
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FETISH SHAMAN 


VARIANTS RESISTANCE 
Fetish Shomon 
Foyer Shaman 

Soul Killer Shaman 
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SPECIAL ATTACKS _ HIT POINT RANGE F@UND IN 
sf AAM SE EE de CUTE 
Raises Fetishes/Inferna 
Roises Flayers/Inferna 
Roises Soul Killers/Inferno 


The Fetish hefamt raise the riikanss. Ratmen, and Players Eh the dead. 
Like the other Shaman, you must kill them first before you Kill any of the 
minions or you'll just end up killing them many times over as the Shaman 


resurrects them again and again. 


FINGER MAGE 
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Doom Caster Fire/Lightning 
Strongler Fire/Lightning 
Storm Caster Fire/Lighining 


mm ma 


SPECIAL ATTACKS HIT POINT RANGE FOUND IN 


Haming Missiles/Drains Mana 


Homing Missites/Drains Mana 
Homing Missiles/Drains Mana 


Kivays carry eXtra mana potions when facing Finger had: These creatures 
of magic seek dominance over opposing users of the arcane arts by firing 
homing missiles that drain mana upon contact! 


Manta Alt mt 


RESISTANCE 


En 
el VARIANTS 
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Carpulent 
Corpse Spitter 


ee 


man nne temen 


SPECIAL ATTACKS HIT POINT RANGE FOUND IN 


Eats and spits corpses 


Eats ond spits corpses 
Eats ond spits corpses 


Regurgitators PRET eat corpses and then spew the semi- digested remains 
at their victims! Fortunately, you don’t usually see these monsters until Act 
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INDEAD HORROR 
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VARIANTS RESISTANCE SPECIAL ATTACKS RIT POINT RANGE FOUND IN 


me 
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Led, 


Abyss Knight All 
Oblivion Knight Bone Spirirt/Curses 


EDER EEEN 
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This group is really the royalty of the undead realm. Doom knights are tough 
undead melee fighters that do a respectable amount of damage when hit. 
Abyss Knights are slightly more resilient and cast an array of elemental 
spells. Oblivion Knights can strike terror into the hearts of even the most 
stalwart adventurer as they cast curses and Bone Spirit to slay those who 
stand in their way. Use Holy Bolt if you're a Paladin; there’s never a better 


time than during a battle with Undead Horror. 


VIEGADEMON 


n e VARIANTS SPECIAL ATTACKS HIT POINT RANGE FOUND IN | 


Bolrog Inferno 
Pin Lord Fire Inferno 
Venom Lord Fire/Poison Inferno 


AAV ILSAH 


Megademons are sword-wielding, fire-breathing beasts that absolutely look 
the part of a creature that belongs in Hell. They are fearsome and often travel 


in packs. 
en 
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Champion Monsters are randomly distributed throughout 
Diablo IL, and appear in small packs. Champions are 
much tougher versions of Standard monsters. When these 
powerful monsters die, they usually give up a little more 
loot than Standard monsters do. Because you never know 
when you'll meet a pack of Champions, be ready for them 
at any time. 0 mn aaan 
À ne and 1 üntadsen are 
Vnique Mon sters random and can be found any 
where in the game, so be reaa 
Unique Monsters usually have two-word names, like for them. 
‘Ooze Drool’. Occasionally this name is followed by an appellation, like ‘the Hungry 
Uniques are randomly distributed throughout Diablo 11, and they always appear with 
small pack of Standard Monsters, labeled as ‘minions’. Like Champions, they usual 
give up a little more loot than Standard monsters do. 


SuPER UNIQUE MONSTERS 


These are the preset ‘boss’ monsters that you'll face as you move through the quests 
Diablo 11. Each monster is listed below with their special abilities and the general loc 
tions where they appear in the game. Keep in mind that most of these monsters wi 
appear with minions, making them extra difficult to defeat! For details about how! 
handle some of the trickier Super Unique Monsters, refer to The Quests chapter. Beld: 
is a table that shows you exactly what each of the attributes means so that you c& 
judge what you're up against when facing each of the bosses. 


ATTRIBUTE EFFECT 


FYTRA STRONG Man Dors x3 Max Dam x3 To Hit Pax 25% 
ETRA FAST Inirgae & Pack get Velocity Inrverrsr tor Kete 22 unies ve! 
MAGICAL EFSISTAACE Kimes All 75% (Fire, Cold, & Lighnie) 
CURSE SOK Mit, von Amp Deum: Curve (MUYE / 4} om rteneher 
FIRE FNCHAMID Fre Min Doen + {emir Ane) Fire Mer Dom {nen dem) x) In Mt Fre Keent 75% 
COLD ENCHANTED Coll Min «Gemen dram) Coll Mers elemen dean) Coll Length «20 To Hit «7 Cold Resi 75% 
UGHTMENG ENCHANTED lieht Mies Deen + tozin dier} Light Mnu Doen +{meix dam) Te Mit 22 Lanpet Kweet 75% 
MAMA GEN Mors Wan Dours «(emo dee 24) Nemen Mess Deess {eren Orr 14) To Hit 7 Wree Reo F5% 
SPECTRAL HIT Fen, Light, & Coll Ros DIP lo Wid #77 (remden Fre, erk, het, rang, 5 ponmcen dn Flem hit) # Coman ran) + Lpvarrn deer 
STONE SN Demn Reit +AOK AC 13 
MAILT SHOT 1 meen oexdies of the some type ore che 
heee 33%) or bennet meneren K ztammeme deva) Tedeprt if (hehe EES) mld + 25% ol mers. ht prem os he 
LIRA FUTHAMTTD Meret (ot marve level 4) Moby Fira bat omnmectes hevel 7} Theron (nt manner lewel 4} Hiriy Froe n 
rt manche hevel 2) Hedy Shrek Lest omrmcee bevel 2} Couvee (et mrentee level 4) Frmrtfarzon (nt enender level 4} 
Meeter mek patio oct ol Ge Rel [Potion deep dewee te proper set) 
Ht Posszan herwel 
Perge om) porn er Prvaa bevel Al of u Arrone 
femopes m Fee Arrow il el the Acrone 
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| ANDARIEL 

| (SPECIAL) 

' } Special Attributes: Poison 
Strike, Poison Cloud 
Found in: Act I, Monastery 


| BISHIBOSH 

| (FALLEN SHAMAN) 

# Special Attributes: Magic 
Resistance, Fire Enchanted 
Found in: Act I, The Cold 
Plains 


| BONEBREAK 

| (SKELETON) 

{ Special Attributes: Extra 
\ Strong, Magic Resistant 

* Found in: Act I, The Crypt 


Ì BLOOD RAVEN 
SE (CORRUPT ROGUE 

| ARCHER) 
Special Attributes: Fire 
ms Arrow 
Found in: Act 1, The Burial 
Grounds 


| COLDCROW 
| (DARK RANGER) 
Special Attributes: Cold 
{ Enchanted 
Found in: Act 1, The Cave 


‚ Special Attributes: Extra 
= Strong, Extra Fast 


had mn Md - ls zl sl 

| - | \ 

‚ RAKANISHU N 
(CARVER) Ë 
Key 

Special Attributes: \ 
Lightning Enchanted, Extra \ 
Eat NN 
Found in: Act I, The Stony À 
Field di 

| TREEHEAD Í 
WOODFIST | 
(BRUTE) hk 


Found in: Act 1, The Dark 
Woods 


GRISWOLD 


(CHARACTER FROM 
DIABLO) 


Special Attributes: Cursed 
Found in: Act [, Tristram 


THE COUNTESS 


(DARK STALKER) î 
Special Attributes: Fire 
Enchanted |K 
Found in: Act 1, Forgotten EI 
Tower 

5 
PITSPAWN k 
FOuLDOG À 
(TAINTED) } 
Special Attributes: Cursed, - 
Cold Enchanted k 
Found in: Act 1, Jail Level 2 K 

î 

ke 
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BLOODWITCH 


THE WILD 
| (HUNTRESS) 


| Special Attributes: Extra 


THE CRAWLER 
(RAZOR SPINE) 


Special Attributes: Fire 


Enchanted, Cursed Strong, Cursed 

Found in: Act 1, Inner Found in: Act Il, Halls of 
Cloister the Dead Level 3 
BONE ASH FANGSKIN 


(BURNING DEAD MAGE) 


Special Attributes: Extra 
Strong, Cold Enchanted, Enchanted, Extra Fast 
Magic Resistant. Found in: Act II, Claw 
Found in: Act 1, Cathedral Viper Temple Level 2 


(SALAMANDER) 
Special Attributes: Light 


BEETLEBURST 
(SAND WARRIOR) 


Special Attributes: Magic 
Resistant 


THE SMITH 
(SPECIAL) 


Special Attributes: Extra 
| Strong 


B Found in: Act 1, Barracks * Found in: Act II, Far Oasis 
ú CORPSEFIRE COLDWORM 

: li THE BURROWER 
5, Special Attributes: Spectral | (SAND MAGGOT QUEEN 
X Hit 

5 ‚ Special Attributes: Cold 


Found in: Act I, The Den 


= of Evil Enchanted, Magic Resistant 
bx Found in: Act I1, Maggot 

Ke Lair Level 3 

& 

jd | RADAMENT 

En ser FIRE Eyre 

9 Te Attributes: Extra (INVADER) 

Ö as TE 

5 Eoundin: AGT. The Special Attributes: Fire 

si Bevel Enchanted, Extra Fast 


Found in: Act II, Palace 
Cellar Level 3 
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| DARK ELDER 
| (PLAGUE BEARER) 


{ Special Attributes: Extra 
| Fast, Magic Resistant 


Found in: Act II, Lost City 


THE SUMMONER 
| (SPECIAL) 

| Special Attributes: Extra 
Strong, Extra Fast 

Found in: Act II, Arcane 
Sanctuary - 


ij ANCIENT KAA 


| THE SOULLESS 
(UNRAVELER) 

j Special Attributes: Magic 
Resistant, Extra Strong, 
Lightning Enchanted. 
Found in: Act IL, Tal 
Rasha’s Tomb 


| CREEPING 
| FEATURE 
(DECAYED) 


j Special Attributes: Extra 
Strong, Cold Enchanted 
Found in: Act II, Stony 
Tomb Level 2 


| WitcH DocTOR 
| ENDUGU 


| (SOUL KILLER SHAMAN) EL 


j Special Attributes: Magic 
Resistant, Fire Enchanted 
Found in: Act III, Flaver 
Dungeon Level 3 
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| (THRASHER) 


Special Attributes: Extra 


| Fast, Lightning Enchanted 


Found in: Act III, Lower 
Kurast 


BATTLEMAID 
SARINA 


‚ (FLESH HUNTER) 
‚ Special Attributes: Extra 


Fast, Spectral Hit 

Found in: Act III, Ruined 
Temple 

ICEHAWK 


RIETWING 


| (GLOOM BAT) 


Special Attributes: Cold 
Enchanted, Teleportation 
Found in: Act II, Sewers 
Level 1 


SSZARK 


| THE BURNING 


(FLAME SPIDER) 


‚ Special Attributes: Extra 


Strong, Cursed 
Found in: Act III, Spider 
Cavern 


B ISMAIL VILEHAND 


(COUNCIL MEMBER) 
Special Attributes: Extra 


| Fast, Cursed 


Found in: Act III, Travincal 
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| GELEB 


FLAMEEFINGER 


| (COUNCIL MEMBER) 


Special Attributes: Extra 
Strong, Fire Enchanted 


Found in: Act III, Travincal 


TOORC ÏCEEIST 
(COUNCIL MEMBER) 


Special Attributes: Cold 
\ Enchanted, Stone Skin 
Found in: Act III, Travincal 


WYAND 


’ VOIDFINGER 


(COUNCIL MEMBER) 
Special Attributes: Mana 
Bum, Teleportation 

Found in: Act III, Durance of 
Hate Level 3 


MAEFFER 


DRAGONHAND 
(COUNCIL MEMBER) 


Special Attributes: Extra 
Fast, Extra Strong, 
Teleportation 

Found in: Act [II, Durance 
of Hate Level 3 


BREMM 


SPARKEIST 
(COUNCIL MEMBER) 


Special Attributes: Aura 
Enchanted, Lightning 
Enchanted 

Found in: Act III, Durance 
of tletenbevels 


El me _ 


oa jy Z 
a er REAR Ten Ee: Kr Ee AA 


Per Nar er an “ek 


INFECTOR 


| OF SOULS 


(VENOM LORD) 


Special Artributes: Extras 
Fast, Spectral Hit 

Found in: Act IV, Chaos 
Sanctuary (seal) 


HEPHASTO 


THE ARMORER 
(OVERLORD) 


sh Special Attributes: Aura 


Extra Strong, Cursed, Mag 
Resistant 

Found in: Act IV, River of 
Flame 


GRAND VIZIER 


| OF CHAOS 


(STORM CASTER) 
Special Attributes: Extra’ 
Fast, Thieving, Aura 
Enchanted 

Found in: Act IV, Chaos 
Sanctuary (seal) 


LORD DE SEIS. 


| (OBLIVION KNIGHT) 


Special Attributes: Extras 
Fast, Aura, Thieving 
Found in: Act [V, Chaos 
Sanctuary (seal) 
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MEAPONS & ÄRMOR 


jen you move the mouse over an item, the name of the item is color-coded. This is 
nform you, even before an item is identified, what the class of the item is: 


White = Standard 
Gray = Socketed 


Yellow = Rare 
Gold = Unique 


Blue = Magic Green = Set Item 


TANDARD WEAPONS 


posing a weapon often depends on what kinds of weapons you pick up or purchase as 
1 work through the Diablo ll world. Ideally, you'll want to use magical weapons, but 
hdard weapons will be the usual fare early in the game. Even the rarest of enchanted 
ns are created from these basic types and, indeed, it must be a standard weapon that 
jask Charsi to Imbue after you return the Hordric Malus to her near the end of Act I. 
2 following list of basic weapons and armor will show you just what awaits you in 
blo IL. You will undoubtedly come across each of these items at some point in the 
ne, but what you use will depend on your preference. The kind of character vou have 
also play a role in this decision (a Barbarian with many skill points in Sword Mastery 
[naturally be attracted to swords), as well as the enemies you're facing within each Act. 


} Hand Axe Large Axe Throwing Axe 
| Axe Braad Axe Bolanced Axe 
| Double Axe Battle Axe 
f Military Pick Great Axe 
| War Axe Giant Axe 

INDS 


Wand 

| Yew Wond 
{ Bone Wond 
E Grim Wond 


E Club War Hammer Wor Scepter 
| Spiked Club Maul 
ii Mace Great Maul 
MarningStar __ Scepter 


| Flail Grand Scepter 
dd 


rd TN RE Th RE 


The costs of these items 
can vary by a great deal 
depending on item type, 
number of special attrib- 
utes (if any}, and how 
much of the item's dura- 
bility is remaining. 
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SWORDS 


R Wmm) Short Sword 
Scimitor 
Saber 
Folchion 
Crystal Sword 
Broad Sword 


AVELINS/SPEARS 


Pilum 
Short Speor 


Gloive 


Short Stoff 
Long Staff 
Gnorled Stoff 


POTIONS 


Ei Strongling Gos 
Potion 


| Fulminating 
| Potion 


| Choking Gos 
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STANDARD ARMOR 


HEAD PROTECTION 
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DAGGERS 
Long Sword Bostord Sword Throwing Knife 
Wor Sword Flomberge Bolonced Knife 
Two-Honded Great Sword 
Sword 
Claymore 
Giant Sword 
Throwing Spear _Spetum 
latie! E Halberd 

Speor Pike Wor Scythe 
Trident 
Brondistock 
Battle Stoff Long Bottle Bow Heavy Cross 
Wor Stoff Hunter’s Bow Short Wor Bow ___Repeating 

Long Bow LongWorBow Crossbow 

\ Composite Bow Light Crossbow 

Short Battle Bow __ Crossbow 
Potion Oil Potion 
Exploding 
Potion 
Roncid Gos 
Potion 

BODY ARMOR 

Greot Helm Quilted Armor Choin Moil Ancient Arme 
Crown | Leother Armor Breast Plote Light Plate 
Mask |l Hord _ Leather Splint Moil 
Bone Helm | Armor Plote Moil 

Studded Leather _Fiod plate 

| Ring Mail Gothic Plate 
Scale Moil Full Plate Moil 


hed 
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IELDS HAND PROTECTION 


Buckler Tower Shield Em) Gloves 

| Small Shield __ Gothic Shield 1} Heavy Gloves 

| Lorge Shield __ Bone Shield EE | Choin Gloves 

4 Kite Shield Spiked Shield ' Lioht Gauntlets 
| Gauntlets 


OT PROTECTION 
ef} Leother Boots Sosh 
| Heovy Boots Ì Light Belt 
| Chain Boots Belt 
| Light Plote Boots ii Heavy Belt 
| Greoves p Plate Belt 


Il 
TAGIC WEAPONS & ARMOR KEK NOTE. 


en ' k à You dont need to access 
in the original Diablo, there are plenty of magical items to be found as you work your pese tables when „0 


y through the game. And once again a series of prefixes and suffixes determines the find an item in the game: 
alities of the items. For example, you might pick up a Cobalt Sword of The Titan. This indeed. vou can simply 
move your mouse over the 
ord would give you an added cold attack (21-30), as well as increased strength (21- item to find out what it 
). In this way, literally hundreds-of-thousands of unique magical weapons and armor does. 
n be created in any given Diablo II game. Because Ie the vast SUD EE 5 SYS- 
n it's possible to never see the same magical 
m twice, even if you're a frequent player! 
henever you find an item and identify it (either A 
talking to Cain or by using an Identify Scroll), | 
u will be able to see exactly what it does by sim- # 
‚ moving your mouse over the weapon in vour 
„entory. For this reason you will not need to refer B 
these tables when playing; the purpose of these 
les, however, is merely to show you what's pos- 
le when different prefixes and suffixes combine! 


" 5 le Ĳ INS , Je 
Mal Items are alivers brt picking 
up, even if vou intend to simply sell pe 
them. 
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KUFFIX EFFECT 

of Herk Oemoge ceduced by Ì 

df Protecten Dormagen vedharsd by 2 

dl Abortion Commogpe nadarnd by 3 

ef Like Damage secharsel by 4 

el lezen Map drage dare bye | 

cl the Seetinel Merge demnge reduced by 2 

d Guordeg Mok domoge redurt hy 3 

df Wegotion Mogi donge vacurad by à 

d Fermo hynores target deberse 

of Behing Hil radhuren morster defense 
by 25-40 

df Peorsuring Hit redhaces monster dalerne 
by 10-20 

of Then betocht token 1-3 doearpe 

d Splen Atocha wiken 2-6 doemoge 

ol Bede Amork speed iwcrerned by | 
eve 

ol Aiority Atioch spend eere hoy 7 
ve 

dl Swede, Anerk speed memed by 3 
sad 

of Ounchness Atwrek speed inrrecnad by 4 
een, 

ol Blrhen « JON Chrones of biecking 

el Delete IN Chronce cl Heeking 

el the Agpruudirn Fot end ore 

ol he Megen foet ens rate 

dd Faust Ad 1-4 Coll drmoge 

of the Glorie Ad &-1D Cold dorre 

ol Thrrateng Moll freere Surotien 

dd Pere hek | mmieermam ho 2-4 
roerommun Foe demoge 

af Foo badk, 2 maman 6 6) 
eemam Fien damage 

ef Burr Bai U mina te HON 
maximum Fire denege 

dl Shek Aleh |A Liri Aormene 

af Lagboineng tee LA Lightning Aemage 
Ade. 1-37 Lighining daaroge 


dl Ema 
ul de Mand 


ol Wardy 


EFFECT 


Adds 1-2 to mere domergse 
Adde 2 tn vans rege 
Ache 3-4 ho mams Ganurgpe 
hd 5) tw omnes deere 
bd BIO In ere dremnge 
Add 1114 1e vooers domme 
Aôds 15-20 ww mon dermogs 
Aâd | to min demage 
Add 2 to mods deeman 

Ad 3 tr man domnge 
bide & 5 va rar dire 
Ade 2-J poon dome 
ome 3 zerk 

hie 4-34 peis demen 
omen } serch: 

hel 12-28 picon deemage 
oven 4 monnik 

hbs 1-1 am dewerry 
hoek 4à 1 deter 
Alde 7-10 an dendery 
ide 11-15 ho dloteeity 
Aad 16-20 vo dentering 
bert het voerwery 
eneen A sch | 
Roplonsds ble +3 
Beerlensh We +5 

Prevent. mastee heel 
lavtng 

PAS VIOK eere gek when 
hoofing 
M-10% beer chaner of 
banken) o magt em 
MASA hrattee dames el 
Bonden 1 rar Iers 

Adrls 1-5 wo Mona 

Belk f AU on Mame 
hk] 115 1 Meme 

Ade 16-10 to Mene 
Abs 210 1e Meme 


mn ee mn a mn 


En 
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SUFFÍX 


df the Deere 
of lagh 

df knelhonre 
dl thee Sun 

rf Ule 

of tha ho/ierd 
of fh Foa 

of he Well 
of he Toe 
of fe Mhammorth 
ol foo Cordes, 
ol he Loeck 


ol the Loro 
dl the Bot 


df he Parme 


d the Ox 
dl the Gort 
dl the Tan 


dd Meen 


EFFECT 


Cron honde 

bf ends 

Light vraa, 3 

Ligh ond +5 
Ade 5 to Ue 

Hdd 4-5 to Like 

ble 510 1 Lln 

Beh 11-30 wo Life 
Ads 11-30 eo Life 

Adike FID wo Like 

Ae 4140 to Le 
Stee 4% rl Aare 
emd nde: seo peer Life 
Steed, BIN of derven 
doem amd odd il In oe | 
Smeie &P% of Oran. | 
and nfé il to your Morr 
Seer $--12% of dnmoge » 
done ond cdh it tn you 
Mone 
Poire hema endhur af bo « 
75 

Prison length adiseerd ho « 
had 

Foren length teduund + 
15 

JON tee Bessatreamenh, 
DON 1e Berndeemenm > 
Ade 13m Strength 
Alde 4-4 wo Samm 
Ae 7 U 1 Smremygth 
blie 11-15 1 arend 
bd UE an Seg 
Port vaan /weelk 
forser ne oord 
beras run /verdh 


der arend ed 4e 


RE En EE DEE 
REFIX EFFECT PREFIX EFFECT PREFIX 
Delea « 120-730% of normal fm 4 | 40 10 Attock rating, Crimson 
nd Daters & 134-H40% nf noemd Deme is 121-130% of normal | Cenpendy 
of Defame & 14E ON of nemed Maries «4140 wo Astock rating, Geen 
sf Debeerse & 151-FE0% of neemd Demange & 131-2AT% ol armel | Ky 
be Dehaane & 161-1BO% ol nend Schiers eb 1BU tn Alink oorfing Oee 
Dchrere ke 1R1-J0% rl neemd Demos & 141-1SOK ol noemd | ongerine 
reA Moose Armeage vreest by | Krt: ELI 10 And rein, Cond 
lied Mank Semnne reduced by 2 Damnge k VS1--16S% of neven Artbrn 
d Dameos & 110-190% of oormet | Loefs e HT 120 1e Arne oren, beryl 
dj Damoge ie 121 L3ON of armed Demoge « 166--TAU% of normal | Jode 
Drenepe pn 131-HOOS od neemd | Kimes e VEH 50 wo Avok ot, Vardon 
Dorunge « 14)-150% of oere Dm is V81-AOMS of nermel | meid 
zwe Dorenge « 151-165% ol normal | Hoeden Pl omen meeten tes fen Fletcher 
” Dormans & \b-ABOX ol narrmerd | Forruiner o TONG betten dermee cl linden | Aarhers 
a: Dreerge & HEL-MOS of oremed amet ar Munk , 
re LON dewenge ken greed omen | Glenea Light omde « Prent’ 
a Senmnne veervery « } UA, Giessen Like rods «2 Sunmmener » 
De. Bren Shomi «3.5 Lane +15 Ie Mane Men amenres 
rt «10 on Atok roftang Saches +51 te Wren Agel, 
+210 10 berneh oofing Sarma; el 1-20 ww Mane deer anges 
| „41-60 wo Anoek vofing Denhe +11 fo Momo Stoper's 
wi „61-80 wo Amarth voting Üroye «31-40 no Mano Benerker 
+ BHO 10 Anmek nfing Wynn «ALM to Khanm irsampbaest 
vam «10110 an Anner onting Prsmaik +155 wo All hestetrmres 
ld. +19} 0 en Anse voting Azn +5 MN 10 Coil Reosomee 
+ 1C- po And onding, Ume «}|-ATS wo Cold Beene 
Deerge & 110-FION of nermel | Cohel +21-ION Ip Coll Becrnare 


NIQUE ÎTEMS 


«JI -SON ten Coll Mcrtemre 


EFFECT 


+5-10% to Fire Resiskarr 
+11-20% to Fre Reim 
+25—30% to Fine Rosstemen 
+3150% 4 Fore Koekhemare 
«5 US 4 Ligh) Ksiedonee 
el LIN on Lightning Reerierrs 
«10-04 Liining Rosiere 
«5E te Form Resten 
11-20 te Pomen Keeten 
110 wo Poon Bertemee 
+31 wo Poen React 
el tn elf Aaron deli 

od a Ù Aeeren Alk 

+) mo ll Pld oke 

«2 wm of Prdodhn shed 

el a dl Moerroerree chile 
ei ww al Merve àh 

el am ol Sruremess Ak 

+] an dl Stererus okik 

e} im afl Berhereon sek 

el wo dl Beveren ik 

«1 Maro ahree are kid 


nique weapons and armor are not random in their creation, but are specific items that 
domly appear in the game. These Unique items have more modifiers than even the 
gic weapons, and usually have a different graphic, either in your inventory or on 
ur character. Not all Unique items are spectacular in their abilities, but if a Unique 

m pops up, it's always worth picking up, even if you just plan on selling it. You can 
ays tell Unique Items from other types since their names are displayed in Gold. 


NAME TYPE EFFECT 1 EFFECT 2 
Semrel Cap Enhanced damage +15 to mana 
430 to attack rofing +15 to ke 
in Shall (rp 75% extra gold from monsters +1 to oll ski levels 
25-50% better dhance of getfing magic items (varie:) 
way Heem Attocker tokes 4 kghtning damoge; Hit blinds sorge! lightning resist 15%; +25 delense «1. mce 
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TYPE EFFECT 1 EFFECT 2 4 
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TYPE EFFECT 1 EFFECT 2 
Goont Sword Adds 6-12 fire damage; +45 to attack rating +20 to mana 
heerd aard Prevent monster heal 10 1o kle 
Adds 14-18 poison damage over 3 seconds Poison resist 50% 
fseher a 50% chance of open wounds; 6% mana stolen per hit +15 to maximum domage 
Grent Seef Magic damage reduced by 3; Hit blinds target 
IOO% extra gold from monsters Damage reduced by 2 
Dagger Adds 1-15 damage -5 Jo mana 
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EFFECT 1 
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RARE WEAPONS & ARMOR 


gare weapons and armor are ultra-magical items that can have as many as four magical modi- 
jers. These weapons are randomly generated in the game and vary widely in quality. You might 
et a powerful weapon that will help you to crush your enemies, or you may pick up a Rare item 
hat is more or less worthless. Basically, Rare items (weapons and armor) allow a wider possi- 
le range of modifiers, which means that any one item has the potential to be exceptional! The 
pllowing is a list of the Prefixes (which are general) and the Suffixes for each class of item that 
re used when generating the specific name of that item. While these names have no bearing 
jn the specific abilities of the item, they do serve to make them special in their own way. 
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IREFIXES 
Beos! Dread Rune Empyrian Hailstone Armogeddon 
zogle Doom Plague Bromble Gole Havoc 
Raven Grim Stone Pain Dire Bitter 
fiper Bone Wraith Looth Soul Entropy 
Shou Death Spirit Glyph Brimstone Chaos 
‚kull Shadow Demon Imp Corpse Order 
Blood Storm Crvel Fiend Carrion Rift 
Corruption 
LADE SUFFIXES AXE SUFFIXES 
Ei bite thirst deaver wand splitter rend beak scythe 
| so) Ns’ ltd z Ì deaver __mangler _gnosh edge 
ij scolpel scyihe spike needle 
fang edge impoler stinger jj sever slayer bite song 
j gutter sen skewer el \sunder _ reover _ thirst 
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BLUNT OBJECT SUFFIXES 


star 
blow 
| smasher 


rom 


SPEAR SUFFIXES 


lance 
spike 
impoler 


skewer 


_prad 


Ei) bolt 
quorrel 
ij fletch 
| flicht 


crusher 

breaker 

grinder 

crock 
scourge dart 
wand scratch 
wrack fong 
barb gutter 
needle thirst 
nock thirst 
horn branch 
stinger song 
quill 


SCEPTERS & WAND SUFFIXES 


star 
blow 
smasher 
ram 
crusher 


Le 


HELM SUFFIXES 


Crest 


dirclet 


e B! veil 
STAFF SUFFIXES 
S pe le) good 


branch 
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breaker 
grinder 
crack 
mallet 


knell 


hood 
mask 
brow 


cosque 


call 
cry 
spell 


chant 


song 
call 


cry 
spell 
chont 


visor 
cowl 


horn 
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stinger 
goad 
branch 


weaver 
gnarl 


wrap 
suit 
dook 


shroud 


ward 
tawer 
shield 
wing 
grip 
grosp 
hold 
touch 
BOOT SUFEIXES 
en) shank greoves 
spur blazer 
treod noils 
| stalker trample 
BELT SUFFIXES 
El closp fringe 


buckle winding 


harness choin 
lock strap 
RING SUFFIXES 

B) kre! spiral 

úrde coil 

Ì loop gyre 

eye band 

turn whorl 


jock 


mantle 


mork 


emblem 


finger 


knuckle 


brogves 
track 


slippers 


lash 


cord 


grip kuch 
grasp nails 
hold 

touch 

finger 


collor scarob 

beads 

torc 

gorgef 
< Pinding an entire tre ilém Se set is a 
ETS time to celcbrate; it's very rare! 


ets are groups of items that can function independently, but gain superior effectiveness 
hen they are used in combination. The key is getting every single item in a set togeth- 
, because sets are all or nothing—having five of six pieces won't cut it. The benefits, 
owever, are substantial and make sets worth striving for. Set items are rare enough that 
would be unlikely for you to put an entire set together in a single-player game, but in 
multiplayer game (where fhere's plenty of other warriors fighting), you can trade with 
ther players for pieces of the set that you need. If you find a set piece, put it into your 
fivate Stash in case you find other pieces later, or come across another player that 
ants to trade something for it. The tables below include information on each individ- 
al item, as well as the bonus you'll get for having all of the items in a set equipped. 


NGELIC RAIMENT (4 ITEMS) 


ruïm Mame Ínpivipuar Îrem Errecr 


Lesgelie Hala | Replenish life +6: +20 Lile 


tovyelin Moaustde Enhanced defoeu. Domnge redurnd hy 3 
Lagelie Sihle 350% domoge Ie vndend; «15 athch voten 
fanehe Wings 20% domage Iken poes to mone, «3 fight mus 


omplete Set Attributes: Half freeze duration, All resistances +25, +40% chance of 
etting a magic item. 


IRCANNA'S TRICKS (4 ITEMS) 


rum Mams inpivipuar ÎTEm Errecr 


anna’; Deotbwand 25% deadly strike, +20 Ue 

\rcamm's Flesh Î +? heit endios; Deronge redutwé by 3 
vanna's Heed Rerdenesh kde +4; Atmcker tohes domege of 2 
voonmer's Sijn Keganartte mano PX; +15 % mona 


omplete Set Attributes: Faster cast rate, 5% mana stolen per hit, +25 mana. 
RCTIC GEAR (4 ITEMS) 


lrumme Flatss Terr inpivipuar Îrem Errecr 


rte Pending Lght Bet Cold resist +40%; +30 defense 
rie Fors Cure Armor Enhanced defense; All resistances +10 
hrtte Mees Shert War Bon 20% bonus to attack rating; Enhanced damage 
Ast Mitn Light Grund +10 Life; Sighy increased attack ms 
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Dmplete Set Attributes: Cannot be Frozen, Adds 6 14 cold damage. 
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BERSERKER'S ARSENAL (3 ITEMS) 


Irein Matt Type inpivipuatr Îrem Errecr 


Rersorkar « Haschat Double Aan 30% bonus to aftack rating; 5% mana stolen per hut 
Berzerker Houbork Set Mol +1 Rorbarios ski; Magic damage redvceÂ by 2 
Berserkar's Hondgeor Heien fire vesind «25%, +15 defense 


Complete Set Attributes: Poison length reduced by 75%, Adds 4-9 poison damage” 
over 3 seconds. 


CATHAN'S TRAPS (5 ITEMS) 


5 brem Mame , Ínpivtpuar ÎTem Errecr 


Cattam's Mesh Requirements 50% +15 deheme 

Corthoan's Rule +1 fire skilke +10 mma Pre demen 

Cathni's Seed 6% bile shtlen per hit: Muamaoe redo by 7 
Crthorm's Sid Attenher tokecs 5 ligheteeeg damange; Fost hit rocosery 
Cathan's Vage Col raast «25%, «20 Mano 


Complete Set Attributes: Fast cast rate, Magic damage reduced by 3, +20 mana, # 
attack rating, All resistances +25. 


CIVERB'S VESTMENTS (3 ITEMS) 
\Îrem MAme TyPE Ínpivipuat Îrem Errect 


Gverb's Cudgel Grand Scepter +75 attack rating; +17 in +23 max damone Leon) 
Gverb's Icon Amulet Replenish life +4; Ragamerrie Mosa + 4% 
st e= zei ae zeke en + 15 dofome 


GPmpiete Set Akte 200% de to rutfdede: +15 Strength. 
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CLEGLAW'S BRACE (3 ITEMS) 


À bram Mame Tver Ínpivipua Îrem Errect 

ä Clogs Cre Sol Sid Prise hamgth reduced by 75%; +17 defense 

ie Cleglew's Pmcurs Chain Glover Slewer terget by 25%; Knockback 

5 Ceghow’s Tooth long Sward SN deerdly strike 30% bonus to  atlock vefog_ 

5 Complete Set Attributes: 35% crushing blow, 6% mana stolen per hit, +50 deferk 
& DEATH'S DISGUISE (3 ITEMS) 

5 Ie ÎrEm MAmE : inntvivuar brem Errecr 

5 Death's Guard f Cana be beneum, «20 dehonse 

5 Death's Hand ê Frien lange racecod hy 755; Prison vantnd « ST 

E Death's Tooch 4% Wibe solu par hit; Enhanced doeme 

\ Complete Set Attributes: 40% bonus to attack rating, All resistances +25, +10 min 
sg E mum damage. 
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SARU'S TRIM (3 ITEMS) 
rem HAmE Dn Ínpivipuar Îrem EFFECT 


ra’s roes Fast Damage reduced by 2 
+10 Strength 

ru rest Heel ni fret ruw/wedk 
Fire ve + 15% 

zus Iron shop Cold rondel «HUN 
IN Lite 


mplete Set Attributes: Cannot be Frozen, Lightning resist +25%, +5 maxinium 
mage. 


IFERNAL TOOLS (3 ITEMS) 


rem MAME inpivipuar Îrem Errecr 


nfernal Buckle +25 defense; +20 Life 
nfernal Cranium 20% damage taken goes to mana; Al resistances +10 
nfernal Torch Grim Wand +1 Necromancer skills; ade min gen 


mplete Set Attributes: 20% open viötinds, 20% bonus to attack rating, 
Necromancer skills. 


ATHA'S FINERY (4 ITEMS) 
zm Tats Ínpivipuat Îrem Errecr 


ribs Coll Lighining resist +30%; Fire resist +30% 
1% Leden Poison length reduced by 75%; Poison resist +30% 
hr Ceed +25 defense; +5 min domage 
car Cad Holt froeze duration; mn 


est 


mplete Set Attributes: 10% to maximum poison resist, 10% (vo maximum 
Id resist, 10% tv maximum lightning resist, 10% to maximum fire resist, All 
sistances +20%, +15 Dexterity. 


ENHART'S ARMORY (4 ITEMS) 


TEm MAmeE TvPe ÍnpivipuarL Trem Errecr 


enhart’s Case Breast Plate Mogic damage reduced by 2; +40 defense 


enhart’s Horns Full Helm Damage reduced by 2; +6 Dexterity 
enhart’s Lightband Brood Sword +3 light radius; +10 min damage 
a ii ke Shield reus mat | een ante +40 has 


aar EN Peren 


Wiplete Set RP Ateributes: 35% Rond to attack rafmg, 5% life stolar per fe All 
istances +20. 
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MILABREGA'S REGALIA (4 ITEMS) 


 Îrem Mame 


Milobrega's Diadem 
Milabrega's Orb 
Milabrega's Robe 


amal Rod 


complet Set nietnfn es: +2 Paladin STEN +2 light radius, 8% life stolen per hit, 


Poison resist 15%. 


Kite Shield 
Ancient Ärmor 


War Scepter 


If ne 4 Â er ere 


Ínpivipuar Îrem Errect 


+15 Mem «15 Lln 
«25 dln, +20% chanes of gotti on mone Hem 
Domene reducud by 7, Aitochar telers deomogn vl 3 


) Palsêie hk. Eaharsed domrpe 


SIGON'S COMPLETE STEEL (6 ITEMS) 


Irete Mame 


Sipers Goge 
Signn’s Geord 
Sine 's Schot 
Sigoa Shebter 
Segon s Visar 
Sigon's Wrop 


Complete Set Attributes: 


takes 12 damage. 


Tyre 


Gauntlets 
Tower Shield 
Greaves 
Gothic Plate 
Great Helm 
and Belt 


Íinpivipuar Îrem Errecr 


+20 etsock rofag, «1D Strangrh 
aenema Heek; «1 ll hike 

Forder ram/ welk; Cold eat +4D% 
Enhemond dolen; Lightning root « 30% 
+} het radi; «30 Meme 

Fire resist « AX, «20 Life 


RE reduced by 7, adds 12-24 fire damage, attacker 


TANCRED'S BATTLEGEAR (5 ITEMS) 


Are ramt 


Tonreds Crorokdll 
Tenors Haknnd 


Imares ul’ 
Tanered's Seine 
Tamreds Wort 


Tyre 


Milisory Pich 
Eanh 
Fone Halm 


Fafi Pinte Armee 
Aamulut 


Ínpivipuar Îrem Errecr 


EE Ce se ne 


Fehoneed damage: +/5 amock rofing 

Hool stamina ple 25%; «1D Dearterity 

Enhonced demege, «40 cfmek refing 

+4 Lihe, +15 Strength 

fromage reducnÂ by 3: Magic damage reducet by | 


Complete Set Attributes: Slows target by 35%, 5% mana stolen per hit, All 


resistances +10, 75% extra gold from monsters. 


VIDALA'S RIG (4 ITEMS) 


Irem HAmeE 


Vidal » Aanburh 
Vide s Sash 


Videles Forlvek 
Vidnhe's Snare 
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inpivipuar Îrem Errecr 


EE 


+50 defense; +11 Dexterity 

Adds 1-20 lightnina damage 

Fastest run/wolk; +150 max Stamine 
Cold resist + 20%; «15 Ufv 
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OCKETED ÍTEMS KEK NOTE. 


IN 
ese items have sockets built into them that can hold gems. By placing gems in these items, you Once a gem has been N 
n add special abilities and create your own specific magic item. The names of Socketed items placed in an item, itcan- Ba 
pear gray when you move your mouse over them, so you should have no trouble identifying not be removed, so 4 
B. When you place a gem into one of the sockets you'll gain magical properties. Below is alist choose carefully before 
all of the various gems (and their effects) that you can place into Socketed items. gou drop a gem in! RK 


Er 


JBY 


F ml Wearon ErrEct SHIELD ErrEct Meur Errect 


hoped Brby 134 Fre Demen +10-12% Redst Fre «68 1m Maaiemurm Like 
vued Ruby +35 Fire Domege +1J-1AN Rede Fre #81 te Marine Life 
hy +45 Fire Domore + 17-M% Ruikt Fire «42-15 ve Miezdmum Like 
valens Kubyy +56 Firs Domege e11-35% Reest Foe «16-M vo Mieren Like 
echont Ausboy +610 Fre Domnge e 25-M% Regis! Fire «11-25 1e Mersin Like 


EEE GEE AEL 


AR 


APPHIRE 


GE mt Wearon Errect SRIELD Errect N HeLm Errect 


ope Sapphire «1-3 Colt dirmerrnge (1 soc) +10-19% Bece Cold +6-8 to maximum Mana 
Fed Saprhire «3.3 Colet denn (1.5 sac) + 1J-HAN Beers Cel) +9-11 to maximum Mane 

pphirs e34 Col damage (3 oc) +11-0% Boei Cold +12-15 to maximum Mana 
koaedess Sopphure «35 Col dome (25 zech) + TEBSR Besst Cell +16-20 to maximum Mana 
Pectoet Sapphire «JJ Col Aommoge (3 sec) „6 ION Heers Coll +21-25 to maximum Mana 


Wiaran Errect SrieLp ErrEct Hem Errect 


e 16 Lightning Drwenge «}0-12% Reest Lagdrtame, +1-9% Chance 
te Find Naam (eens 
+ |} Lightning Demoge e 1J-HAN Ranst Liglotrieng el 1 1P% Ommen 
te Find! Magic naars 
«LR Ledening Cennoge e17-20%, Moeeres Lidtning e EITK Chanae 
tr Find Mngie herre 
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breder; Gaper «1-10 Lighteneng Oevaroye #21 -25N Roer Ligdening + IBAN Corner Re 
te Fond Magec Dier 5, 
der Topra e 1.15 Lighaning Demape +24 Reese Lanktrame +21.25% Comes Ee 
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EMERALD 


For weapons with multiple 
emeralds, the time over 
which the poison damage 
is applied is cumulative. 
That is, 2 Emeralds poison 
over 6 seconds and 3 
Emeralds over 9 seconds. 


DIAMONDS 


Gr m 
Chipped Bemond 


Hoend Nemon! 


Weraron ErrFEct 


Wearon Errect 


+2 Poison damage (3 sec) 
+3 Person donge (3 ser) 
+Â Prison) devmarnge (3 wer) 
+À Poison dremnge (3 sec 
«5 Prison devmege (3 vac) 


Wearon Errect 


«15-19 m &ttork Rating 
+ 20-25 1 Aavoek Rating 
«30-35 vo Atsock Reting 
AD 4D 1e, Atomck Reting 
«50-60 to Armoch Kestine 


Wearon ErrEct 


Deamnge ke 125-129% 
vl nord ognitet undead 
Memmenge ke 10-1354 
ol nermmed ogpoinet venbersd 
Drempt is 136-145N 
rl nermad ogoinet undend 
Demmerge is 146 155%, 
dl rermal opin onderd 
Psengn ee 154-170% 
ol mermalageid uber 


Shorts 2% Life 
Stede 1% Menn 
Ster 24 Like 
Sierds 24 Mann 
Greeks, 9% Like 
Shortie 2% Mot 
Slenk 3% Like 
Stenhs J% Moran 
Mesh; 4 Like 
Har Stank 3%, Mona 


emd mn 
af 


SrieLD Errect 


HeLum Errect 


+ 10-12% Resist Poison +3 to Dexderity 

+ 13-14N Rasist Poison + Ip Dexterity 
+174 Kesiet Poison +56 te Dexter 
e11-25% Resist Pommer +7. te Deatentty 
+ 3h-JON Resist Prent vil wo Denderity 


SHiEeLD EFFECT 


HeLm ErrEct 


+5-6 to Defanse +3 to Strength 
18 an Deleoms Â ie Strength 
«8.10 1m Deluanss +56 wp Strength 
e 11-13 te Defense +78 te Strangth 
1517 te Denm +5 IN 15 Streneth 


SunieLDp Errect 


„54 Io all reeden 
eZBN tm nl vodnnem 
e0} IN to ol oesistemeree 
+12-45% wo ol vechsonem 


+ 16-20% tn of venstoners 


Attacker takes 
1 Pnmage 
Bracket tnkes 
3 Demres 
Bttorhur trikes 
4 Drmure 
Antscker tokes 
$ Dame 
btocher wihes 
6] Domme 


SHIELD ErrEct 


ereteken 


Heem Errect 


+10 to attack voren 
+15 4e oftnch erin 
+20 ho rete ontieer 
+28 we ertrek mt 


„An ottuch Kot 


HeELum EFFECT 


Raplenish Life +2 
fnoemerate Mana 8% 
Rurdemksh ; ite +3 
Rrgenorste Mevan €% 
Replenieh Lie «3 
Kegeneite Meen 12% 
Bepdanish Lt «4 
Kepenerrte Meme 12% 
Rphanishues Life «4-5 
Kogenartie Mono 16 21% 
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ÎMULTIPLAYER 


The original Diablo game presented a multiplayer experience that was unique in tk 
world of computer games. Indeed, Diablo encouraged players to cooperate, trade, an 
depend on each other to gain the most from the game. It has always been possibles 
simply kill each other, but the most profitable way to play in a multiplayer Diablo gam 
is to help your fellow adventurer. With the assistance of your friends you can find ma 
weapons, armor, spells, and potions than you could on your own, and you can gang 
on the toughest monsters using tactics that would make a seasoned war general prou 
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Diablo I1 follows this tradition very closely. Although it is possible to play the game sit 
ply to kill other players, it is most beneficial to cooperate in quests and follow the gam 
as it unfolds. As with its predecessor, you can collect experience, items, and wealth» 
greater quantity as a group than as a single player. 


Diablo II is an extremely engrossing and cop 
pelling single-player game that can capture 
audience for literally hundreds of hours 
gameplay. As if the massive and captivating si 
D_gle-player gameplay isn't enough, the inclusi 
| of a complex and rich multiplayer format Î 
‚_ Diablo II makes it a game that will be played 
fans around the world for years to come. TE 
am 5 ans “Rm, chapter covers some of the intricacies of mul 
| Seen me AS player action. The game manual covers t 
For many fans of the game, Multiplayer 5 8 
Diabtedlfswhefs Psat basics of getting connected to Battle.net ap 
TCP/AP connections, so this chapter spen 
more time looking at real-life Battle.net multiplayer tactics—many of them gathers 
from insiders at Blizzard Entertainment! 
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Battle. Net 
attle.net launched in 1997 with the release of Diablo (the 
redecessor to this game). Since its inception, Battle.net 


as registered literally millions of users, and there are as 
po as 70,000 distinct players logging on to the service 


a daily basis! Battle.net has truly set the standard for 
ming-only services. Remarkably, Battle.net is entirely 
ee of charge for all users, bringing the world of games like 
diablo, WarCraft, StarCraft, and now Diablo II to millions | 
| f N N meet and play Diablo II with 
f players who (through Battle.net’s magic) can find an people from around the planet. 
nlimited number of new adversaries or allies every time 


ey log on! 5 
0.1 NOTE. 


deed, with a single click you can log on to Battle.net and do battle against Diablo with 
| h ‚ E Diablo Il Gattle.net Realm 
ther players (up to eight), or even choose to battle against other players. Battle.net also characters are a little dif- 


ives you the opportunity to chat, trade items, set up your own games, or join games ferent than characters 
d by other adv For Diab! EEE Fabr from the original Diablo. 
reated by other adventurers. For Diablo II, Battle.net includes some cool new features information about Realm 


uch as Hardcore characters. These new features are discussed in detail in the manual, characters is now stored 


ut we'll still touch on them in this chapter just to make sure that you are getting every- © the Battle.net server 
É instead of your local hard 
aing you can out of multiplayer Diablo I1. dra ME mole 
impossible to cheat by 
manual, editing a charac- 
ter—=protection that helps 
most players who prefer to 
build a Diablo character 
the old fashioned way. 
The big advantage to 
using Diablo Il characters ((@ 
on Battle.net is that they 
are available to you from H 
any computer connected 
to the internet—=so you { 
can play the same charac- 
ter at home and at work. wo 
IE 
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LADDER 


The Ladder system provides a great way to see just how # 
you stack up against the best Diablo II players in the world. ff 
Diablo II and Battle.net offer this service, which rates both & 
À regular and Hardcore characters. The Ladder system is based 
a, on experience, and applies to only one Realm—each Realm 
Kl ranks and lists only the top-ranked players, so vou'll have to be 


bi on your toes to make the cut on one of the ladders. When it Me 
kd comes to Hardcore players, they're listed on their ladders even We nf el, in Dig 
5 f t the t | 
5 if they die, but can still be removed from the ladder if other “P° bat. in 
5 players exceed their experience level and bump them off. 
pad 
À TRADING 

Sn EF EER Trading in Diablo II must oecur within the boundaries of 


R town; it cannot occur anywhere else outside of a plays 
MAX dropping an item that you may want to pick up. TÌ 
® Trading feature in Diablo Il is a way for you to ‘officialk 
PN trade with another player in a sanctioned way that proteé 
NN both players from cheating or other less than honoraBs 
EEN | activities. Any time you wish to make a trade on a parti 
The trading screen is a secure ularly valuable item or you want to be sure that an unp 

place to conduct business. ted player doesn't hop in and pick up an item you’ 
dropping for someone else, use the secure trading method to be absolutely safe. It me 
take a little more time to portal back to a town, but if vou're dealing with high-price 
items. it's worth it. 
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PARTIES 


When you join a multiplayer game, you can select other players in the game to formy 
team. When in a party, you and the other members of the team will work together wit 
the common goal of getting through the quests in Diablo II. You will share comme 
goals, as well as experience with other party members during the course of your adve® 
ture. The method that Diablo II uses to share experience amongst many players 
different levels is complicated, but suffice it to say that a level 3 character will not | 
receiving gobs of experience just by hanging around with level 25 characters. Indees 
there is somewhat of a sliding scale (based on the levels of the party members) th: 
manages the disbursement of experience. The higher your level, the bigger is your sha’ 
of experience. Gold, on the other hand, is divided up equally among the members 
the party with any gold that doesn't divide equally into the party number going to tl 
character that picked the gold up. Members of your party appear as allies along the te 
of your screen. 
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ZOSTILITY 


eep in mind that when you become hostile toward someone, any skeletons, Valkyries, 
olems, or Mercenaries will also immediately become hostile toward your enemies 
and vice versa). To go hostile with another player, you must be in town, and if you used 
town portal to get there, your portal will disappear. Also, you cannot use a town 
ortal of a player against whom you are hostile. 

il 

k 

VIAP 

he map displayed over the game screen shows you the location of the other players in 
ie game when they are nearby. Each players marker is labeled with their character 
ame. Additional markers are displayed for any NPCs that are fighting for you or your 
ammates. When you team up with more than one Necromancer, you can expect the 
tap display to be crowded! 
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Remember that when vou are The Automap shows where each 
ippear as allies along the top hostile toward someone, you of vour party members is (if 
of vour screen. will have more than one enemy they're close enough to vou). 


if they have summoned 
minions or mercenaries under 
their command. 


„HAT 

he chat feature of Diablo 11 multiplayer games works 
uch the same as in the original Diablo. You can press the 8 
inter key to bring up a prompt, then type in a message to 5, 
end to everyone. Diablo II] also lets you select players } 
om whom to block messages received or sent, which is a Bj EE 
ood way to filter out distractions from other players not in __ Chatting 


à Diablo II because it's 
our area. Refer to the manual for details on Chatting. the brinhdtp method of 


communication for vou and 
vour party. 
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When you ally with anoth- 
er player. you can see a 
small picture of your 
teammate and a read-out 
of their hit points. This 
allows you keep track of 
how everyone is doing 
and rush to the aid of 
someone who gets too 
busy to send a message 
for help. 
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One of the problems with 
staying in the pack is that 
you must share the spoils 
of victory with whoever 
else is fighting In the same 


screen. Ils sometimes 
frustrating when you 
come up against a partic- 
ularly Fierce opponent, 
final, manage to kill it, 
and then miss picking up 
the magic item it dropped 
because your teammate 
grabbed it first. Because it 
is more effective to play 
closely together, sharing 
is recommended. 


….ssee 


There are plenty of tips 
relating to many of the 
skills’ multiplayer attrib- 
utes in Chapler 2: The 
Characters where each 
skill is examined in detail. 
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Multiplayer Tactics 


Diablo II has much more open space than the original 
game (in the original Diablo, the dungeon halhvays and 
doors were sometimes too narrow for more than one play- 
er to fight monsters at a time), so staying together is more 
practical. In fact, staying together can be very beneficial. 
Many skills, especially most Paladin auras and some 
Barbarian yells, will affect the party members as long as | 
they are within range of the skills effect. Even the 
Necromancer with his many skeletons will not feel crowd- 
ed in most of the areas in Diablo II. Indeed, for the most 
part there's plenty of room to move around and attack parties of monsters from diff: 
ent angles. 


_ Pa, n nn 


More space means that mans 
aging larger parties is easier 
in Diablo II. 


In order to keep comrades happy and your inventory full, it is a good practice 4 
venture into Diablo II multiplayer games in small groups. You can select a central spe 
to collect unwanted items if you want. You should also try to work in the same genert 
area—when someone needs help, they won't want to wait for you to find a Waypoitf 
and jog around looking for them. 


This section provides a collection of great tips straight from the mouths of the Blizzaw 
QA (Quality Assurance) department. Keep in mind that these folks have literally alrea@ 
being playing Diablo II for months (and in some cases, years) even at the time of tif 
writing (before Diablo II's official release). These tips are well worth reading ov® 
because they come from the masters themselves! Each member of the QA departmer 
is mentioned by name above each tip so you know where each kernel of knowledg 
originated. 


DAVE FRIED 
Aen ops The Paladin: This is one of the best characters to par 
with. All of his aura skills have a radius that shows how f« 
a fellow party member can be from the Paladin and still k 
under its effects. A group consisting of multiple Paladir 
t can be very effective if they each specialize in a differer 
aura. Holy Bolt has the ability to heal other party men 
bers. Simply select Holy Bolt as your right-clie 
(Command + left-click on the Mac) skill, target a par 
member, and then right-click (Command + left-click) € 
them to fire healing bolts of energy. 


The Paladin's Auras are 
critical for party play in 
multiplayer Diablo IH. 
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he Sorceress: Area effect spells are of prime importance with the Sorceress. You can 
ften turn the tide of a large battle by using Frost Nova to slow the enemies. 


he Barbarian: This characters Warcries are often overlooked in lieu of the direct 
amage skills. However, it is important to remember that when grouped with others, 
samwork is critical and Warcries can have a huge impact. You can use Shout to 
icrease the defense of party members within the range of its effects. 


he Amazon: When playing the Amazon. remember that ranged attacks are her 
pecialty. It's often better to stand back from combat while others get into melee range 
f the enemies, and then fire from a distance into the crowd. Remember that missiles 
ill not harm allies, even if you aim directly at them. 


DSH KURTZ 


Vhen playing as a Sorceress in a group, one of your best spells is the Frost Nova. Run 
to a group of monsters, let the Frost Nova fly, and then retreat. Watch your melee 
Rides walk through the frozen creatures with ease. 


Iso, 1 cannot stress enough the importance of the Town 
ortal scroll, or how effectively these can be used by | 
full group. Make sure someone has a full supply of Town & 
ortal scrolls so that when vou get in trouble they à 
an open one up and allow everyone in the party to get to 
afety. The whole team can run through, get fully healed 
d mana restored in town, and be back in the fray fairly Me NEE 
viftly. It's like a full rejuvenation potion for the whole The Town Portal scroll is 
| f va essential. If a group sticks 
sam, just make sure the person who casts it is the last one together, you can make one 
ack from town or the portal will close! Always have Town player the keeper of the 
: e = Town Portals. 
ortal assigned to a hot key to make invoking this scroll 


uicker. 


lake sure your melee fighter is carrying as many health potions as possible. This char- 
cter is the one who takes the brunt of the attacks by leading the charge into battle— 
ne Barbarian is a good choice because he is much better at absorbing damage than the 
orceress or the Necromancer—so make sure he stays alive. 


ONNER BRANDT 

Rolem, Amplify Damage, and Corpse Explosion are a great combination against large 
roups of monsters in big multiplayer games. Necromancers working in concert can be 
eadly when using combinations of these skills. 


The difficulty of a multi- 
player game is dependent 
on how many players are 
participating. For example, 
a six-player game will fea- 
ture monsters that are 
much tougher to defeat 
than a two-player game. 
This scaling of difficulty is 
a great feature that 
ensures that playing 
through Diablo Il will be 
challenging enough even 
if there's a large party 
working in unison. 
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PETE UNDERWOOD 
ha hk Paladins and Necromancers using Zeal and Ampli 
Damage in a group are a force to be reckoned with. Aut 
N such as Thorns in conjunction with a Necromancer's mil 
ions is also an incredibly potent combination. 


N A Paladin with Holy Fire or Holy Shock can draw 
B attention of the monsters to him while remaining ® 
of melee range. Other characters may then attack thos 
monsters with ranged weapons. These skills provide 
great ‘distract and damage’ combination. 


ee) 


Thorns is a powerful aura 
that, when used with a 
Necromancer's minions, is an 

awesome weapon. 


JOHN LAGRAVE 


Barbarians grouped together should each specialize in a different weapon clé 
(one with Sword Mastery, one with Axe Mastery, etc.). This way, when it comes 
weapons that the enemies give up, they can divide the loot and conquer their ene 1 
more effectively without squabbling over who gets the unique item. 


The Sorceress is the character you need in every party. Static Field can weaken even t 
toughest opponents quickly, allowing the melee class characters to mop up (rememk 
that Static Field reduces the enemy's hit points by one-third). This is especially impos 
tant in large multiplayer games because Diablo’s minions are that much tougher. 
importance of Hirelings/Mercenaries should also not be overlooked; they can provië 
distraction, or even the backup to turn the tide of the battle. 


DEREK SIMMONS 


Stick Together. The more players that are in the game, the tougher the monst 
become—regardless of where the players are. Sticking together as a unit is the best \ 
to survive and conquer your enemies. Diablo’s minions will have a difficult time defe 
ing a partv of adventurers who support each other with 

auras, missile fire, and heavy armor. a 


CARLOS GUERRERO 


Rancid Gas potions are very effective for taking out large W 
groups of monsters in the Blood Moor, Cold Plains, or @ 
Stony Field. The key is to get the monsters to chase you | 


p n df PSN Ees EE 
and bunch into large groups, then SE a Eee Using Rancid Gas potion 
at them and they will all take substantial (if not fatal) poi- you the same effect as poisof 


son damage, thus quickly boosting your (and your party's) rie 
experience points. 


several enemies while rackiny 
up experience points. 
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tentacle, 171 

tentaclehead, 171 

thawing potions, 14 

thorned hulk, 167 

Tools of the Trade quest, 137-138 
Toorc Icefist, 178 

trading, multiplayer, 198 
Treehead Woodfist, 175 
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undead horror, 173 


vampires, 167 
vulture demon, 165 
Warcries skill set, Barbarian, 107-112 
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\Warriv, 131, 140 
weapons, 12 
armor, 179-181 
magic, 182-186 
rare, 186-189 
sets, 189-193 
socketed, 193-194 
standard, 179-181 
wendigo, 160 
WillOWisp, 166 
Witch Doctor Endugu, 177 
wraith, 161 
Wyand Voidfinger, 178 


zealot, 170 
zombie, 159 
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